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| bet most people can still remember the first time they picked up ’ 


of Square’s games. Each one is a completely unique, life-absorbing, “4 
sleep-stealing, thrill ride. Now once again hundreds of thousands of 
us can prepare to lose ourgélves in yet another one of Square's amaz- 
ing adventures. 
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Before you begin, make sure you look through this whole guide. This 
_- is your source to help you get through the game and find all of the lit 
tle Easter eggs and secrets Square puts in their games. 


The first thing yousield do is check out the Game Basics. This chap- 
ter will better help you understand all of Parasite Eve's nuances before 
you even get started. As you flip through the book, refer to the 
Walkthrough for help with strategy, along with two sets of maps to 
help you locate all of those hard-to-find items. 


Once you've finished the game, don’t forget to check out the secrets, 
the , and our cool cinema reference to help you relive all 
‘s most m le moments. Try to save these sections 


fer lat, because I'd 







spoil any of the game's suspense! 
* Most of all, have fun 
playing and try to 
make your = way 





to lead you from start to finish. After all, 

playing Parasite Eve is a lot like watching a 

good movie and you wouldn't want to know 
what's going to happen in the next scene! 
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Detective 


Ava 


LX: [S20] 
Height: 5’3” (160 cm) 
Weight: 106 lbs (48 kg) 


Aya is a rookie cop who has not yet 
proven herself or developed a cop's 
instincts. Her partner and mentor, 
Daniel Dollis, is always watching 
out for her, but he is sometimes a 
bit too protective. Aya has spent 
most of her life in foster homes due 
toa horrible car wreck that claimed 
the lives of her mother and sister. 











~ Height: 5'11” (180 cm) 
“Weight: 114 lbs (52 kg) 


Melissa is a budding actress 
plagued by medical problems. 
Although she finally landed a role 
that could be her big break, her 
need for constant medication could 
end up getting in the way. 























Detective Daniel 
“Bo” Dollis 


Age: 42 

Height: 5’1 1”(80 cm) 
Weight: 209 lbs (95 Kg) ' 
Thisydedicated officer: his been 
“on the poliée force for’ many 
"years. Now with a new partner toy 


guide and protect, he’s more ded- 


icated than ever. Although he’s a 
devoted father, he often sacrifices 
family time for his job. His dedi- 
cation to his profession has con- 
tributed heavily to his current fam- 
ily problems. 


Kunihiko Maeda 


Age: 35 
Height: 57” (170 cm) 
Weight: 115 lbs (52 kg) 


Maeda is a Japanese scientist 
who flew to New York as soon as 
he heard about the Eve incident. 
He's very knowledgeable about 
Eve's past attacks, and wants to 
help put an end to her madness. 


Dr. Hans Klamp 


Age: 37 
Height: 5’7” (175 cm) 
Weight: 141 Ibs (64 kg) 


Dr. Klamp is a research scientist who 
spends most of his time locked away 
inside his lab at the Museum of 
Natural History. He holds key infor# 
mation that could help put an end. to 
Eve once and for all, but as usual he’s 
not talking. 


Douglas Baker 


Age: 41 
Height: 5'7” (175 cm) 
Weight: 243 lbs (110 kg) 


Captain Baker joined the police force 
at the same time as his old friend, 
Daniel Dollis. As time passed, Baker's 
career took off and he lost touch with 
most of his friends. Now he’s seen as 
@ tough, cold character who lost 
touch with the litle guys. 












Wayne Garcia 


Age: 27 
Height: 5'7” (175 cm) 
Weight: 148 lbs (67 kg) 


Wayne is a rebellious young cop with 
a passion for firearms. His passion is 
so powerful that he actually collects 
gun trading cards. It may be his ulti- 
mate goal to create hissown line of 
high-powered weapons. Wayne is 
responsible for the police station’s 
weapon storage. 


Torres Owens 


Age: 48 

5'3” (160 cm) 
Weight: 137 lbs (62 kg) 
Torres works closely with Wayne and 
does his best to keep Wayne’s gun 
obsession under control. Torres is a 
seasoned cop, but his career fook a 
sudden turn after he lost his daughter 
in a gun mishap. Sworn to never fire 
‘another gun again and to help keep 
the gun problem under control, he 
took @ job in the police station’s 
Weapon Department. 


Ben Dollis 


311” (120 cm) 
71 Ibs (32 kg) 


Ben is the son of Daniel and Lorraine 
Dollis. He: 











A Secale: with a lot of attitude. 
Detective Warner 
An open-minded cop. 


Officer Cathy 
A warmhearted and always helpful cop: 
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GameBasics 


Basic Training for New Players 


This chapter teaches you all about the nuances of Parasite Eve. It covers the basics of exploration and 
how to make things happen, finding items and managing your inventory, boosting Aya’s levels, and 
how to use her PE Powers. Plus, you'll learn how to modify your weapons and armor, and how to fight 
the many battles you'll face throughout the game. If you're not interested in everything | have to say, 
| at least suggest you take the time to read the weapons and armor information, because it’s one of 
the trickier aspects of the game. 


The Basics of Exploration 


A large portion of Parasite Eve is devoted to simple exploration. Where 
and why you should explore is almost always dictated by the game's [haiai, 
dialogue. If you’re not paying attention, you can easily miss a subtle hint 
as to your next destination, so take the time to talk to everyone and care- “S's 
fully read everything. _ 


Right from the start, you'll notice that Aya is sort of a slow walker. You can e around faster by hold- 
ing the @ button on your controller, which makes we run. If you’re one of the lucky few that own one 
of Sony's Dual Shock controllers, you can run without pressing a button by using the analog stick. 






There’s really little reason to walk in Parasite Eve. The only time it comes in handy is when you're hav- 
ing trouble opening a door, a chest, or picking up an item. Walking helps you pinpoint the spot where 
you need to stand, 







_ While wandering around, you'll encounter a lot of enemies. Fights occur in spe- 
cific areas that | like to call “hot spots.” Each time Aya enters abe spot, there's a 
percentage chance she'll encounter enemies, This percentage is fairly high the first 
time you pass through a hot spot, but it decreases each time you encounter ene- 
mies in that spot. This can make level building a hassle, because after two or three 
fights in one spot enemies may only appear there once every five or six times. 


(che: = 
| 








Another important part of the game is searching 

for items and clues. To interact with an object, move om. 
Aya next to the object and press the X button on your controller. If noth- = s 

ing happens, simply move a little to one side or the other and try again. ra 
Sometimes you'll need to be in exactly the right spot to perform an © 7 2 . 


action. Some of the things you can interact with 


» include chests, people, cabinets, desks, doors, and _ 
> -*% 2: various machines. LK 





i * Some of the most important objects you'll interact with are telephones, which are 
used fo save your game and are typically very easy to see. Each phone is called 
out by a blinking red light. Any time you see one, you should consider saving 
your game. Also, make sure you return to places like the Precinct to save your 
game after any major event. If not, you could find yourself having to repeat a 
= large portion of the game. 











On Day Two, you'll gain access to the World Map. This is what you use to 
travel from place to place. As days go by and you visit new locations, 
you'll have more places from which to choose. Very few locations are 
optional, so if you're feeling lost you should go to any new areas that may 
have appeared on the Word Map. To select a location, press Left or Right 
on your controller to highlight the location you're interested in visiting, and fez 
then press X once. This causes the camera to zoom in on the selected build- 
ing. Press X a second time to enter the area. 


Finding Items & Managing 
Your Inventory 


Items play a large part in Parasite Eve. Sometimes you'll need a specific key to advance, or a 
stronger weapon to get past an annoying Boss. Either way, if you don’t know how to manage 
your inventory and where to look for items, you may end up needlessly trashing vohigia 
nonessential items or walking around aimlessly for hours. 





a 





“== The most common place to find items is in chests. These chests are 

___ reddish-brown or gray colored boxes that contain a single item. 

I aed | However, you can also find items lying on the ground, in cabinets, 

K. ef lockers, drawers, books, and even on other people. The difference 

between chests and the rest are that you can put items back into 

_ chests for safe storage. Or, if your inventory is fil, you can always 

je: swap an item for the item in the chest. All other places are one- 

6 ee time only, so once you've taken the item you can’t put it back in 

that spot. Also, if your inventory is full you'll have to make room 
for the new item by using or discarding another item. 





To avoid this problem, you need to manage your inventory very aren Avoid picking up less 
useful items and always put single-use items like keys in storage. You should do the same with 
any equipment you aren't currently using. 


ltems can be stored at the Precinct. Wayne, the officer in charge of Weapon Storage, can 
always be found downstairs. Speak to him and select “Store Item” or “Store Equipment,” and 
then transfer a unnecessary items into the Weapon Storage inventory. You can return at any 


time to pick them up. 
upd a 


t's a good idea to slowly stockpile 
items such as Revive, Medicine 3, and 
Medicine 4. Stick them in Weapon 
Storage for use later in the game when 
you really need them. 


In the field, you'll want to manage 
your inventory by limiting the num- 
ber of Cure items and low-powered 
Medicines you pick up. Aya’s 
Parasite Energy can take care of 
most of her healing needs, so save 
the space for other items, like keys 
and equipment. 






[[c AME BaAsSic sfii| 






















Aya Up Close and Personal 


As a cop, Aya may still be a little green, but she’s an excellent shot with any gun and more than able 
to roll with the punches. Let's face it, Aya is one tough lady. Naturally, this is partly due to her mito- 
chondria, but a lot of Aya’s development is left up to you, the player. 


sferedlateme 
As you progress through the game, you'll slowly build Aya’s PE powers, as well as her levels. Level build- 


ing can be a pain for those players who are more interested in the well-scripted story rather than the 
glory of combat. However, eventually everyone has to bite the bullet and do a little bit of level building. 


= To build up Aya’s levels, you'll need to take part in a few fights. Just keep walkin 
“aa # oe over “hot spots” until a battle occurs. In the early stages of the game; any fight val 
A} 





do, but as Aya grows stronger she'll need to face tougher and tougher enemies to 

= ensure her oan rowth. This is because each time Aya gains a level, she'll need a 

larger amount i ecerisodh to reach the next level. The game is balanced in such 

a way that you'll face stronger enemies as you progress. enemies in turn offer 

larger amounts of experience points. So technically, as long as you don’t do too 
much level building in one area, Aya should constantly be increasing in strength. 


In the walkthrough with each of the Bosses, you'll find a suggested level. This 
indicates, in our opinion, the minimum level Aya should be at to face the | 
accompanying Boss. This is great information for those of you who are more 
interested in getting through the game than fighting lots of battles. Keep in | 
mind, though, that the higher Aya’s level is, the easier it will be to defeat the 
Boss. This being the case, don’t be afraid to top the suggested level. 


falas» 
.e 
When level building, you'll know it’s time to move on when it looks like it 1.9% a 


may take you more than half an hour to reach the next level. This means 
you're grey just too strong for the enemies in that location, but if you 
move on you should be able to continue your level building soon enough. 


Bonus Points 


Each time Aya gains a level, she receives an amount of Bonus Points. These can be 
! used to improve Aya's AT recharge rate, expand the amount of available space in her 
S 7 inventory, or to pump up the statistics on a weapon or piece of armor. 


i 





f 
| 











Bonus Points are deceptively important to the game. If you allocate too many 
Bonus Points in one area, you'll be hurting in another. For example, it isn’t a bad 
idea to put some Bonus Points into Aya's inventory so that you can carry more 
equipment. However, it’s better to learn how to manage your inventory with fre- 
quent trips to the Precinct rather than wasting a Rouse Bonus Points on 
enlarging Aya’s inventory. 
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The best things you can put your Bonus Points into are Aya's main 
weapon and armor. You can is transfer these points as you switch 
to better weapons and armor, plus you can ultimately take them with Aya 
to the EX Game (see the “Secrets” section for additional information). |) =3 = 
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Bonus Points are calculated in a unique way. Each monster has an amount of Bonus Points 
attached to it. When you fight a monster, its Bonus Points are added to your Bonus Point total if 
you defeat the enemy. However, each time a monster hits Aya, a predetermined amount of 
Bonus Points are subtracted from that creature's total bonus. 


For example, take the 
oints] 7" 


Crow. For defeating the 
Crow, you'll receive 6 
Bonus Points, but each 

also receive Bonus Points in the EX Game for 

sompleting days and for finishing the game. This 

‘is so you can quickly increase the power on your 







time the Crow hits Aya, 
you'll lose 1 point from 
the maximum 6 points. IF 
it hits you six or more 


plage at best weapon and defense on your best armor. You'll 


battle, 
get ing. 
Obviously, ¥s well work definitely need the extra power to defeat ‘j 


your time to dodge and | Chrysler Building in the EX Game. 
shoot carefully. 


E Powers 


Aya’s big advantage over her enemies is her Parasite Energy (PE) powers. These powers give 
Aya supernatural abilities that can be used to heal or protect her and to attack her enemies. 
You'll find the game much easier to navigate once you've mastered the use of these skills and 
PE management. 


——— All PE powers use an amount of PE. PE is shown on boas screens as a 
= green and red bar under Aya’s HP. Green represents available PE, while 
119/132 red indicates used PE. As you use PE, it will soul regenerate during bat- 
tle. The actual amount of PE you have to play with is determined by Aya’s 

A 


current PEnergy level. It is also enhanced by Aya’s armor. Obviously, the more you have the bet- 
ter, so don’t ignore the PEnergy statistic when choosing which armor to wear. 


PE also only recharges so much, so don’t be surprised when in the middle of a long Boss fight 
Aya's PE stops regenerating. This is yet another reason to learn to manage Aya’s PE. Use too 
much at the wrong time and you may be left defenseless! 


okie. | 
an cheat a Little when it comes to 
If you're in the middle of a long battle and 
regeneration comes to a stop or at least a 
slow crawl, you can speed things up again with a sim- 
ple armor switch. Because Aya's PE is partially deter- 
mined by her armor, switching armor in the middle of 
battle changes her PE amount and causes it to begi 
refilling at a normal rate. Just be sure to switch ba 

to your normal armor once things begin moving again 






























Now let’s take a look at Aya’s PE powers. 


Parasite Energy List 


Power Effect Learned 
Heal 1 Restores 30 HP Level 1 
Scan Analyzes Enemy’s HP and Level 4 
weaknesses 
Slow Slows Enemy AT recharge Level 7 
Detox Removes effects of Poison Level 9 
Heal 2 Restores 60 HP Level 11 
Barrier Uses PE to absorb damage Level 13 
Energy Shot Channel Energy into bullet Level 15 
Confuse Confuses targeted enemy Level 17 
Haste Speed up movement and Level 20 
AT recharge 
Heal 3 Restores 280 HP Level 22 
Gene Heal Uses PE to slowly recover HP Level 25 
Medic Removes all negative Status Level 28 
aictary 
Preraise Revives when HP reaches zero Level 30 
Full Recover Restores all HP and removes Status Level 32 
Liberate Liberates Mitochondrial Control Level 33 


The Heal powers (Heal 1, Heal 2, Heal 3, and Full Recover) are perhaps the most valuable PE 
powers. When using them, you can heal Aya without having to fill her inventory with tons of 
Medicine. However, you should always have a few Medicines around just in case you run low on PE 
at any time. 


Barrier is Aya’s all-purpose defensive power. It uses Aya’s PE to absorb or prevent attacks from dam- 
aging her. Each attack absorbed by Barrier uses some of Aya’s PE. When her PE runs out, Barrier dis- 
appears. 

Liberate is Aya’s best attack power. It uses all of Aya’s PE to unleash an extremely powerful attack 
against a group of enemies. The damage caused to each enemy varies, but you can count on the 
attack to typically inflict 1200+ points of damage overall. 


Status Effects: Good & Bad 


ac can be affected by a large number of good and bad statuses. Good statuses are usually the result 
of Aya's PE or an item; bad statuses are caused by enemy attacks. Of course, Aya can also use 
Negative statuses against her enemies, which often helps her end battles quicker than mormal. 


Negative statuses can be removed by using specialized Cure items, or using a PE power fo nullify 
the effect. Good statuses simply wear off after a short period of time, but you can always recast them. 


Bad Status Effects 


Status Description item Counter PE Counter 
Poison Aya slowly loses Cure-P, Full Cure Detox, Medic, 
HP until the end Full Recover 


of battle or the 
status is removed 


Darkness Aya’s targeting Cure-D, Full Cure Medic, Full 
dome is reduced to Recover 
minimum size 

Confusion Aya’s controls Cure-C, Full Cure Medic, Full 
are reversed Recover 

Defense Down Aya’s defense is Full Cure Medic, Full 
lowered Cure 

Stiffness Aya is slowed or Cure-M, Full Cure Medic, Full 
paralyzed and her Recover 
AT is slowed 






s] bee, f 


sed before Aya is hit with a bad 
atus effect. Thus, they prevent the bad effect 
father than cure it. For example, if you use a 
Cure-P on Aya at the start of a battle, it wil 
prevent a poisonous creature from poisoning Nera 


(cKeXe) Eff s 
Status Description PE Power Armor Effect 
fitem 
Haste Aya moves quicker es None 
and AT recharges faster 
Barrier Damage is absorbed by PE Barrier None 
Gene Heal Ayo's HP is slowly restored Gene Heal None 
Preraise —— Ayaiis instantly brought Preraise Revive 
bark to life if killed in battle 
Anti- Removes (prevents) Detox, Medic, Anti-Poison/Cure-P, 
Poison Poison from Aya's system Full Recover ken 
Anti- Removes (prevents) Medic, Full Anti-Darkness/Cure-D, 
Darkness — Darkness effect during battle Recover Full Cure 
Anti- Removes (prevents) Medic, Full Anti-Confusion/Cure-C, 
Confusion Confusion effect during battle Recover iu ket 
Anti- Removes ( ) Medic, Full Anti-Stiffness/Cure-M, 
Stiffness Stiffness during battle Recover Full Cure 
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Weapons & Armor 


Perhaps the most important items you'll work with are weapons and armor. Parasite Eve gives you 
ability to fine-tune your ovina so that you can take advantage of each enemy's weakness 
However, if you’re not careful you can just as easily cripple aa with a poorly chosen modifi 
tion. This section will help you make sense of how to pro| modify your equipment, andiindic 
which equipment to use 


Choosing Ag mul Deane las 


With so many items from which to choose, it can be tough choosing the best equipment for your play 
style. This is especially true the first time you play through the game, because 5 new item seems to h 
a cool feature that you have to try. It's OK to experiment to a degree, but one wrong modification and y 
favorite weapon can become a nearly useless piece of scrap metal. 


When picking a gun, you should keep in mind the weapon's main purpose. 


Handguns These are typically medium-range weapons with a rela- 
tively fast firing rate. Handguns are basically average 
weapons but a decent first choice. 

Rifles This class has the second longest attack range and is the 


most practical choice for most players. Rifles tend to fire 
slowly, which puts Aya at a greater risk during battle. 


Machine Guns Although these weapons have the fastest firing rate and 
hold a large amount of ammunition, they often come wi 
special e' that can prove to be costly in battle. 

erwise, their range and attack powers are average. 


Shotguns This class is high on attack power, but short on range ar 
ammunition. eigons have an extremely slow rate of fi 
which makes it tough to shoot more than twice in a row 
any time. Their biggest strength is that they all have the 
Burst effect. 


Grenade Launchers —_ Most of these weapons come with some kind of special 
effect. Outside of that they have a very low firing rate, | 
tle ammunition, and mediocre penge: You'll primarily us 

ese weapons as salvage for powering up your main 
weapon. 


Rocket Launchers No other weapon class has as much power or range as 
Rocket Launcher. However, these weapons are limited by 
the lack of Rockets found in the game. Conserve your 
ammunition and use this weapon only when you need k 
pack an extremely powerful punch. 


Melee Weapons You'll be required to carry one of these at all times. Mel 
weapons have no ammunition, and their range is 
extremely limited. You can use these to steal from your 
opponents. 














If you choose a Rifle, you'll always have a range advantage, but you'll give up a faster firin: 
rues If you choose a Machine Gun, you'll be able to fre cuickly, but you'll reisepich pia: 
control over your shots. As you can see, which weapon you choose as your main weapon will 
factor heavily into how you can fight the enemy. Early on, you should try a weapon from each 
class and see which fits your style best. 


Another important factor to consider when choosing your equipment is the effect(s) attached to 
each item. Most equipment effects are positive, but some that seem positive are actually more 
detrimental to you. 


Weapon Effects 
Effect Description 


Explosive Rounds Add Heat Effect to Bullets ey 
Aa | Ga 
Weapons: M203, M203-2 
Tranquilizer Add Tranquilizer to Bullets —. I 
Weapons: M79 Rounds | <a 
Acid Rounds Add Acid Effect to Bullets a 
Weapons: M79-2, M203-3 | SD | 
Cyanide Rounds Add Cyanide to Bullets —y 
Weapons: M203-6 ra 
Freezing Rounds Add Frost Effect to Bullets ey 
Weapons: M203-4, M79-3 ao | 
Random Shot 1 Random rate of fire; 1.5/Hits Pen] 


Weapons: M11, Micro UZ, MP5PDW, Full UZ 


Random Shot 2 Attack all enemies with rate of fire 
Weapons: MP5SD6, MP5A5 


Burst Spray multiple targets 
Weapons: M870 


Steal Item Steal items, but halves Attack Power 
Weapons: Club 2, Club 3 


Steal & Attack Steal during attack 
Weapons: Club 4 


HAE A 
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Effect Description 


Quickdraw First Attack 
Weapons: Club 3, Mark 23 


Critical Bonus Critical Percentage Increases 
Weapons: MAG, AK-47, Club 4 


Counter Counterattack enemy 
Weapons: USP-TU, AK-47, Club 4 


Command x2 Enter two Commands 
Weapons: M8000, M9-3 


Command x3 Enter three Commands 
Weapons: M96R 


Rate of Fire x2 Weapon can shoot twice per turn 
Weapons: M84F, P220, G22, P226, SP1C, DESOAE2, M96R, M870, 
M500, MP5A5, M16A1, SG550, PSG-1, MAG, M79 


Rate of Fire x3 Weapon can shoot three times 
per turn 

Weapons: M1911A1, M9, M92F, G19, G23, M1911A2, P229, Mark23, 

M10B, MP5K, MP5SD6, M16A2, FA-MAS 


FRR Ro ae 


Rate of Fire x5 Weapon can shoot five times =— 
Weapons: PPK, USP-TU, M11, per turn mes 
Mini UZI, AK47 
Rate of Fire x7 Weapon can shoot seven times 

per turn = 


Weapons: M10, MP5PDW 


Rate of Fire x10 Weapon can shoot 10 times 
Weapons: MP5A5, P90, MP5SD6 per turn 





Special Rounds: These are typically the most powerful or detrimental of effects. Acid, 
Cyanide, and Tranquilizer Rounds are valuable on any weapon. However, Freezing and 
Explosive Rounds are only good against creatures weak against cold or heat. If a monster is 
strong against cold or heat, your weapon will only cause a few points of damage with each hit if 
has Freezing or Explosive Rounds. 

Random Shot: This is a detrimental effect. Not only do you lose control of how many shots A) 
will take each turn, you also loose precise control. NEVER put this on a weapon. 


Burst: With this on your weapon, you can attack multiple targets with each shot. Burst gives yo 
weapon a cone of fire; anything within the cone is hit. This is perhaps the best effect available. 















Steal: You'll only find this on Melee Weapons. With this effect, you can rob your opponents of 
much needed items. 


Quickdraw: At the start of each battle, you have a percentage chance of getting to attack 
first. Because this doesn’t work all of the time, it does limit its overall worth. 


Critical Bonus: This increases the chance that Aya will score a critical hit on an opponent. In 
the end, this effect is well worth having. 


Counter: Each time an enemy hits Aya, there’s a percentage chance that she'll automatically 
counterattack. You'll have to decide for yourself if this effect is worth a slot. Personally, I'd dump 
it unless you have plenty of empty slots on your weapon. 

Command: This effect enables you to more than one action each turn. There's simply noth- 
ing else worth as much as this p70 eal Command, you can attack and heal or lower your 
weapon's rate of fire without reducing the number of shots you can take, while causing more dam- 
age with each hit. 

Rate of Fire: This is the most deceptive effect in the game. Naturally, you'd think that higher is better, but 
ahigher rate of fire means less power behind each shot. Eventually, you'll want to completely remove this 
effect from your main weapon and rely on Command effects for firing more than one shot each turn. 


Armor Effects 


Effect Description 

Auto Heal Uses Medicine when HP is low 
Auto Cure Uses Cures to remove status 
Inventory Bonus Increases Item capacity by 1,2,0r 4 
Anti-Poison Resists Poison 

Anti-Stiffness Resists Stiffness 

Anti-Darkness Resists Darkness 
Anti-Confusion Resists Confusion 

HP Up Increases Max HP 

Attack Up Increases Attack Power 

Attack Down Decreases Attack Power 

AT Slow Active Time recharges slower 
PE Light PE burden decreases 


Auto Effects: These effects are valuable because they enable you to focus on fighting, while 
keeping Aya from dying if the enemy gets a lucky hit. However, these effects can be annoying 
because you have no control over when the items are used. There’s also rio guarantee that they 


will work when needed. 


Inventory Bonus: Everyone can use a bit more space in their inventory. The downside is that 
if your inventory is full, you won't be able to switch armor easily. 


Anti Effects: Although these only give you a percentage chance of avoiding a nasty effect, 
they’re well worth having. Eventually, you'll want to have each of these on your main armor. 
Up Effects: These bonuses are always good to have. They help Aya reach her maximum 
potential, 

Negative Effects: Attack Down, AT Slow, and PE Light should all be avoided. All they do is 
reduce Aya’s combat effectiveness. 



































ey navitalell del’..2* a 
Modifying Eqairsont ieee 

OS | eee 
sib = number of empty slots limits the number of effects that can be a 
added to a piece of equipment. You can add slots to most equipment by 


have 
ing Torres or Wayne make a modification. To get them to do so, Pouiliead Nar wnat ecuirment ao you a 
to present Torres or Wayne with a Mod Permit, Trading Card, or Rare ———EEE 
T Card. 


Each weapon can only handle so many slots, so keep this in mind as you’re choosing how to fill then 
Don’t take a mediocre effect when a better one will be in your grasp a little later. 


The fine-tuning of your equipment is left up to you. By using Tools and Super Tools, you can transk 
effects and Plus stats from one piece of equipment to another. With enough time and scrounging, you’ 
be able to turn your favorite weapon into a super gun and your armor into a nearly invincible shield. 


Using Tools is easy. Aya’s in-game menu and choose the Tune Up Icon (gu 
and wrench). Select the weapon/armor you want to tune up, and then select th 
weapon/armor you'll be taking Plus stats or effects from. Highlight the stats or effe: 
uv want transferred on the second weapon, and the game will ask you to choos 
Fenveen a Tool and a Super Tool, assuming you have Both in your inventory. 


a - Tools transfer the Plus stats or one effect from an item, and then discards the item 
Super Tools enable you to transfer the Plus stats or one effect from an item, but th 
item is left in your inventory so you can later transfer something else from it. 






Tools are much more plentiful than Super Tools, so most of the time you'll be throwing away items s 
you can boost up your main equipment. But don’t fret—you can’t use all the equipment you'll fin: 
anyway! 

If you add in an effect that you already have, the new effect will simply replace the old effect. Fo 
example, if your weapon has a Rate of Fire x3 and you transfer a Rate of Fire x5 to it, the Rate 
Fire x3 will be replaced by the Rate of Fire x5. The same is true for Inventory Bonuses, Comman: 
Effects, Random Shots, and Steal Effects. 


To remove a negative effect from a weapon, you must use a Super Tool. Highlight the effect you want 
to remove, and transfer it to a piece of equipment you won't be using. Remember that if you use o 
Tool, your weapon will be discarded. 








It has been my experience that Rifles are the best weapons. Although they fire a little slowly, they com 
pensate with long range and higher bullet counts. Start off using the M16A1 that Torres gives you 
and then upgrade as you get the chance. Eventually you'll want to get the AK47, MAG, or FA-MAS 


As far as effects go, you should get Acid Rounds, Tranquilizer Rounds, 
Cyanide Rounds, Critical Bonus, Command x3 or x2, Burst, Quickdraw, | # 
and Counter. Also, you should reduce your weapon’s rate of fire to one Feu: 












shot. By doing so, you'll get maximum damage from each round. _= 
| eae 
= Obviously, you can’t get all of this your first time through * 53 ei 
svar the game, so on your first trip just go for Acid Rounds, ans 


f Tranquilizer Rounds, Critical Bonus, Command x2, Burst, 
"and a Rate of Fire x2. 





In terms of armor, you'll eventually want to get the Cr Armor 2. It can hold a lot 


«a. _ slots and has high starting stats. Load it up with each of the Anti Effects, HP Up 
Fa ina | Attack Up, Auto Heal, Auto Cure, and Inventory Bonus +4. 











Again, this won't all be possible your first time through the game, so focus on getting as many 
of these effects as possible. Then you can transfer them all to your final equipment for use in the 
Chrysler Building. 


Battle Tactics 


like any other RPG, you'll spend lots of time in battle. If you don’t know what you're — 
you'll spend most of that time reloading and trying to play back to where you were last killed. 
This section introduces you to Parasite Eve's battle system and all of its little nuances. 


You'll encounter enemies in predetermined locations, which | refer to as “hot spots.” Each time 
you pass over a hot spot, there’s a percentage chance you'll enter battle. The first time you pass 
over a hot spot the chance is very high, but after each battle at one location, the odds of get- 
ting into a fight at that location get lower and lower. 


The main reason you need to know this is for level building. Once you get into a fight, you can 
always return to that spot if you're looking for a fight. It’s also helptul hae Aya’s HP is runnin 
low and you're out of PE phi Medicines. By remembering these “hot spots,” you'll know to avoid 
certain spots in fear of being wiped out by the creatures lurking there. 





How quickly Aya can attack is determined by her AT gouge, the blue 
bar above her HP. Aya can only perform one action when her AT 


3 ia | gouge is full. 
re) [sr] ‘e § To attack, press the X button on your controller to open the tar ting 
ad », dome. Select an enemy by pressing Left or Right on the control pad, 


=...) © “=. and then press X again to assign one shot to the enemy. You can con- 
es Pang ' © tinue assigning shots until you've used up all of your weapon’s avail- 
— able shots or until you're satisfied. To stop assigning shots before you 

use up your weapon's maximum number, press the ill button. 


~~“ 
= 





After assigning all of your shots, Aya will begin firing. During this time, you 
lose control over her, so be careful how many shots you take at any one | 77 
time. It’s best to never shoot more than twice each turn unless you're certain 7; 

Aya won't be in danger. | 


i's very important that you pay attention to the size of your targeting dome. 
Aya can easily hit anything inside the dome, but once a creature leaves its 


the dome is determined by your weapon’s Range, which is equal to the 
dome’s radius. As this number increases, so will the size of the dome. 


f Aya’s weapon runs out of ammunition during a battle, she'll automatically reload. This stretch- 
es out her attack time, so keep an eye on her weapon’s ammunition and leave her extra time 
or any reloading. This information can be found when targeting enemies. The current amount 
of ammunition in the equipped weapon and the Ammo Crate will be shown in the information 
box. If you really want to oy it safe, you can always reload your weapon after each battle. By 
doing so, you'll rarely have to worry about Aya reloading in battle. 




















boundary, she'll have a very low chance of hitting the enemy. The size of ban iow 





Using PE anddfeerae 


Every so often, you'll need to heal or cure Aya in battle. To do so, press the & button and select the 
Item Icon for items or the PE leon for PE powers. Then highlight the item or PE you want to use, 
and press the X button. 


‘>> IF your armor has the Auto Heal or Auto Cure effect, you normally won't have tc 
ET ae al items for yourself. Any time Aya needs healing or curing, her armor will auto 
ay matically take care of it for her. Be aware that for Auto Heal, your armor will automat 
af AC ically the strongest type of medicine, such as your Full Recover or Medicine 4. 
3 a PE fab a and red bar below “anal HP) A —— 
\ letermines can use PE powers. When you!) * = as 
open Aya’s PE menu, any powers that you can use with ~ BE 
her current PE will be white, while thee that can’t be fi ae 


iS 
oe 


ed will be i 7 Ayo's PE for times whi ! 

edikis erimorky those hnel whet PAE alien es < == 
= = 

Rebuilding PE 


Take advantage of easy battles by healing Aya and giving her PE bar time to refill. This way, you’ 
always have enough PE ready in case there's an extremely tough enemy just around the corner. 











As Aya’s level increases, she'll have a larger amount of PE to use. This amount is also adjusted by 
Aya's armor, because each piece of armor has a PEnergy statistic that affects Aya’s PE. The higher 
this statistic, the more PE she'll have. 


Dodging Attacks 


Learning how to dodee each enemy’s attacks is critical to your success. Not only does it keep Aya 
healthy, it also affects how many Bonus Points you receive each time Aya increases a level. There are 
three rules to follow when dodging attacks: 


Rule #1: Keep moving at all times. If Aya doesn’t stand around in one spot, her 
enemy will have a much tougher time hitting her. 


Rule #2: Limit the number of shots Aya takes each turn. The longer she stands 
there shooting, the more likely it is that she'll get hit. 


Rule #3: Read the Bestiary information. In it, you'll find detailed strategy for 
each enemy and how to deal with each of its attacks. 


Escaping 


If things are not going well or you're just trying to get to a save point, you may want to run from battle. To 
do so, press the & button on your controller and select the Escape Icon. If Aya successfully escapes, she 
and the monsters will disappear, after which Aya will reappear at the location where the battle started. 


There is a chance that Aya won't be able to escape from battle. In these cases, you can try to escape 
again when her AT gauge refills. 


It is important to note, however, that Aya can’t escape from some battles. This mainly occurs during 
Boss ie To find out whether Aya can escape from a battle, check the stats for the monsters she’s 
currently fighting. 
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Using the Walkthrough 


In this chapter, you'll find strategy for each portion of the game accompa- 
nied by two sets of maps. The strategy gives you a step-by-step walkthrough 
of each area, indicating where you need to turn, important things to keep in 
mind, secrets you'll find, new equipment available, and how to defeat the 
Bosses. The maps provide two ways of finding your way through each area. 
| suggest using the illustrated maps for most of your navigational ‘needs, 
while reserving the screenshot maps for those times whenyou just.can’t seem 
to find a door or item. 


At the beginning of each section, you'll notice the following three pieces of 
information: enemies, weapons, and armor. 


The enemy list indicates all of the enemies you'll face in that particular area, 
along witha page number indicating where you can find strategy on how 
to defeat them, 


Mendint i. | 


The number next to each enemy's name 
is a reference to help you locate each 
enemy's stats in the bestiary. This 
number has nothing to do with the num- 


ber of that particular enemy you'll 
face in each area. 





The weapons and armor lists show all of the weapons and armor available 
in that area. If two pieces of equipment are split with an “or,” this means 
there's a percentage chance that you'll find oneyor'the other. 


In addition to the strategy for defeating each Boss, you'll find a “Suggested 
Level.” This number indicates the level we feel Aya should be’at before fighting 
the Bosses. It’s even better to be at a higher level than the one recommended, 
because it makes the Boss fight a bit easier. 


If you are more interested in sticking to the main path instead of finding all the 
little things strewn throughout the game, you can ignore most of the “Notes.” 
These tidbits of information tend fo reveal little side things you can do or pro- 
vides extra bits of strategy. | suggest you read them, but it isn’t necessary. 








Well, enough of the talk. Let’s get on with the game! 














Pad: a vy oO} ingse +1 


Carnegie Hal 


Weapons: P220 (HG) 
Armor: N Protector 
Enemies: Rat (1) p. 166, Parrot (1) p. 167, 
Actress p. 199, Eve (1) p. 199 


You begin the game at Carnegie Hall, 
where Aya Brea has just arrived with 
her date. You are then given the chance 
to rename Aya. Normally, | suggest that 
you not change a character's name to 
avoid confusion while using a strategy 
guide However, you should feel free to 
name Aya whatever you want, because 
this is a one-woman game. After nam- 
ing Aya, head into the opera house, 
where Aya has a run-in with destiny. 















_ m" 


You can make Aya run by holding the @ 
button on the controller. This makes 


getting around a lot faster and easier. 


4 


After the FMV, run up to the stage to meet the actress responsible for 
the recent chaos. After a short conversation, you are forced into a 
brief battle against the actress. 








HAL tml 





oe 0/0 
If you haven't read the chapter that discusses 


| biasic battle tactics, now would be a good time. 
| Otherwise, prepare for what should be an 
and brief bate. The Actress has only © 
ottack: an energy beam that she fires every fey 
seconds. You can easily avoid the attack by watchi ca eset 
When it begins to converge on the Actress’ har orn the side. This 
will make the beam fire just behind Aya, mi 


the X button to access the targeting dome. If the 
Actress is outside the dome, press the @ button 
to cancel the action so you can shorten the 
distance between the two characters. When 
the Actress 


press the x q 
Z button, 
x Hbenicra tines to fire back 
f @ few hits, the battle will end 
ss‘ true identity will be revealed. 





Chase Eve offstage and examine the large hole 
that at one time must have been a staircase 
Choose the “Forget It” option for now, and 
return to the Theater's entrance. Its here where 
you'll find two police officers and a paramedic 


Aya if she took 
B any damage in 
jenp awh the first fight 
@ Forget it : Then speak i 
with the police- 
man on the far 
tight, who offers Aya some clips for her gun. Speak with 
him 10 times, and he'll cough up 60 rounds of ammu- 
nition before he cuts her off 





ee eee 





He... 


here's a gray item chest backstage next 
to the large hole Eve left behind. Inside 


chests Like these, you'll find useful 
items, armor, and weapons. Typically, 
they're not as easy to spot as this one, 
so check the maps for their exact loca- 
tions and contents. 





= Now run back into the Theater and make your way 
J backstage. Hop down the large hole and follow the 
hall into the dressing.room area 






) Upon your firstexamination of the area, you'll notice 
that the doors are locked, so you'll have to return 
here once you get a key, Head for the end of the hall, 
and you'll have an.encounter with a sewer rat that's 
been.transformed by Eve's strange powers. 


or a Ty 
aes § 
uring combat, you may want to conserve 


ammunition. To do so, access the Status 
screen by pressing the A button, and then 


select the Weapon Icon. Now you can 
switch to the Club 1 (a short-range melee 
weapon), which doesn't require ammuni- 
tion. Keep in mind, however, that the 
game tends to award ammunition after a 
battle if you used a gun. 











After defeating the Rat, con- 
] tinue to the end of the hall 
and check the last door on 
the left. Inside you'll find a 
burned actor leaning heavily 
on a desk. 
Have Aya @ 
knock this J 
person 
over, and 
then search 
1) the carcass 
» find the Theater Key. Now you can unlock most 
of the'locked doors ‘in the hallway. Also, don’t miss 
ye chest hidden next to the desk. 


> 
DSavamgeyour game] " 
There's a flashing red Light on the 
desk in this room. This Light denotes 
a telephone that serves as — 
a save point. Have Aya y oN 
grab the phone (by press- 
ing the X button), and 
then follow the on-screen 


be . 


prompts to save your game. 


Now that you have pretty much free reign of the place, you should 

‘check each of the rooms along the hall. You'll find lots of items in 
. chests, dressers, and lockers. The only room you must enter, Melissa 
"the Actress’ dressing room, is one door south of where you found the 
~ Theater Key. 


Inside Melissa’s dressing 

i] room, you'll find her diary 
on her desk. Make sure you 
read it completely, because 
you'll find the Rehearse 

i Key after the last page. This 
key gives you access to the 
Rehearsal Room at the end 
of the hall, but don’t go there 
just yet. 
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hae. ~ ai | 
h Out the first door on the left as 


you enter the hall. Inside the closet in 
this room, you'll find a new 
Ce the ara) Handgun. 
There's also a hidden area in 
the northwest corner. Bust 
out the loose plaster, and 
you'll find a chest contain- 
ing the N Protector armor. 





Take a little time to explore the remaining rooms, collect items, and 
build levels by fighting creatures. If you're looking for enemies, you'll 
find. them in specific spots | like to call “hot spots.” For example, 
the area in which you fought the Rat is a hot spot. Each time you 
walk through that area, there's a chance that you'll encounter some 
enemies. Remember these spots and crisscross them, leaving and 
te-entering the area to build up Aya’s powers. 





glace at) _,, 


ring ttle, you may need to heal Aya. To do so, open 
he Status screen by pressing the A button, and then choose 
One of the following options. You can use Medicines and 


Cures by selecting the Item icon 
and choosing an item. This is great 
as long as you have an item to use. 
However, these items are rare, so 
you'll want to rely more on Aya's 
Parasite Energy (PE). 






















en thi nu and select the | we: 
E icon. This accesses a list of Aya's - 
Parasite Powers. She begins the game 
with Heal 1, an ability that restores . ad 
30 HP, and will gain additional powers 

as she acquires more experience. Using 

one of these powers will consume a cer- 

tain amount of PE. If Aya doesn't have enough PE to use a 
power, the power will appear in gray instead of the usual 
white. Try to rely on Aya's healing powers and conserve you 

Medicines for those times when things get really rough. 


H At .|[il 


CARNEGIE 





Next, you should try to raise Aya’s level to 4. Once you're ready, head 
for the double doors of the Rehearsal Room at the end of the hall 
Inside this room, you'll find Eve tinkering away at the piano. 


* 
P.- BONUS/MINUS 
0/0 


is a little tougher this time, but not much. 
id of shooting one beam, she now shoots 


begins to charge up energy, you fy 
should . 
stand still 
because 
she'll 

hoot 


Tompictely 


= medi the at without 


ag 














After the battle, check behind the piano to find another hole in the 


floor. Jump in and continue the chase. 








(from cop; x10) 








P220 Handgun 








Defense +1 
» or Offense +1 











Medicine 1 
or Ammo +6 















Medicine 1 


§) Save Point 
Theater Key 





continued from 
previous page 


Ammo +6 





Medicine 1 


To Sewers 


Medicine 1 


Rehearse Key 


Ammo +6 
Ammo +6 


Medicine 1 Ammo +6 


P220 Handgun 


Loose Plaster 


N Protector 


To Backstage § Defense +1 or 
Offense +1 


Medicine +1 
or Ammo +6 


Medicine 1 


To Basement 


HAL tlm] 


CARNEGIE 











fornegia Hall Sewers 






you 


box. 


for 
you 


Weapons: M1911A1 (HG) 
Armor: Ky Vest | 
Enemies: Rat (1) p. 166, Frog (1).p. 168, 
Alligator (1) p-182 


As you enter the Sewers, head to the north and 
battle your way to the stairs. Head up either side 
and run your way around: You should do this for 
two reasons: 1) You'll probably fight a couple of 
Rats, which tend to drop the valuable Revive 
healing item; 2) It’s easier to spot the two chests 
hidden below. 


Co) ok oe 


re running OW on space, you may need to ditch a 
items. If you're trying to grab an item from a chest, 
can just swap one of your items for the item in the 
That item will remain there, so you can always return 
it later or switch back if you don't like the item 
get. However, you can only store items in chests. So, 


if you try to take an item from a dresser and your inven- 


tory 


is full, you'll either have to discard an item or 


find an empty chest and come back Later. 




















Head back down and grab the 

4 M1911A1 Handgun out of the 
chest on the side and go to the north. 
Aya bumps into another apparition, 
which runs off to the west. Don’t fol- 
low it just yet, but make a mental note 
of where it went. 


Now head toward 

the back and locate 

wo chests you. could see from above. Then search 

: east wall and you'll find a hidden room con- 
ng some coo! stuff. Return to where Aya saw the 
girl, clean out the last chest, and then head to 


There's a locked gate 
at the end of the hall. 
Examine the switch box next to it and 
you'll be given the. following two 
options: “Open, the gate” or “Use the 
phone.” Go ahead and open the 
gate, but use the phone to save your 
game’as well. One general rule you 
should always remember: If the game 
offers you a chance to save, then there’s probably something really 
sty just around the corner! 
the north and Aya will have yet another run-in with Eve; how- 
is time she’s brought along a friend for Aya to play with! 
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Sewer Maps, 
Day One 
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From Basement 











Ammo +15 PE +1 
or Cure-P or Range +2 


Boss 
(Ky Vest 1) 





Medicine 1 Medicine. 1 Offense +1 (80%) 
or Ammo +6 or Ammo +6 or Offense +2 (20%) 


yt —_— 





Medicine 1 
or Ammo'+6 To Downstairs 
To Downstairs Offense +1 (80%) 
Offense +2 (20%) 
PE +1 or 
==] Range +2 


Save Point/Switch Ammo +15 
or Cure-P 























Save|Point/ Switch 


Offense +1 (80%) 


Medicine 1 Offense +2 (20%) 


or Ammo +6 


MI1911A1 
Handgun 














From Basement t 





day two ©) 


cember 





NYPD. 17° 


Weapons: MI1é6A] (RI) 
Armor: Cm Vest 1 
Enemies: None 


—— —< 
‘Permit from Baker 

As you begin Day Two, you'll i 
meet a lot of Aya’s friends and leat pce 
associates at the police station. a «ara 
After Captain Baker gives Aya 

a Mod Permit, you should 
head downstairs to the 
Weapon Department to pick 
up a new sidearm. 


é 


om] 


nm your way to the Weapon Department, you 

should stop in the Locker Room just out- 
side of the Detectives’ 
Office. Inside this room, 
you can pick up a couple of 
items from the lockers, 
including a Cm Vest 1. 





Jpon entering the Weapon Department, you'll 
eet Wayne and Torres. Wayne is in charge of 

Weapon Storage and can take any spare items, 
f, and weapons from you. You can get these 

s back at any time by making a return visit. 

is in charge of all weapons. He'll give you a 

t new gun, the M16A1 Rifle, and a brief 


cture about the evils of firearms. 
Aya: Torres. I need some 


Iryou'd like, Torres can modify a weapon for you. Emre 
modifying a weapon, you add a slot to a 
pon. You can later fill these slots with special 
eapon effects that you'll transfer from other weapons to your main 
eapon. Unfortunately, Torres will only modify a weapon if you have a 
od Permit and Baker is pretty stingy with them. Remember that you don’t 
fave to modify a weapon right now, so you may want to put the Mod 
Permit in storage until later 


ae | 


In Parasite Eve, inventory space is a 
valuable commodity, so make frequent 
visits to Wayne and dump any unneces- 
sary equipment. Otherwise, you may 
miss out on some great items because 
your inventory is full. 


Dnce Torres is done with you, Wayne will give you 
a brief tutorial on using Tools to alter weapons. 
would be a really good time for you to read 

he “Weapon Modification” information in the 
Weapons section of this book. You can get your 
# Tool in the chest next to Wayne. You may want 

p use it now to move the Plus Stats you accumu- 


do so, you must have the M16A1 and your gun from Day One in your 
entory. Open the menu and choose the Tool Icon near the bottom, and then 
lect the’M16A1 and the othet weapon. Highlight the Plus Stats on the old 
eapon and press the X button. This permanently discards the old weapon, 
ereby moVing the Plus Stats'to the M16A1. If this doesn’t sound appealing, 
you may want to move the Auto Heal effect from the Cm Vest 1 to the 





Kv Vest 1. Auto Heal is an extremely useful effect, but the Cm Vest 1 is 
as strong as the Kv Vest 1. By moving the Auto Heal from one to the othe 
you can have the best of both worlds 


~ — 
@MEepar tment Chee team 


he chests in the back of the Weapon 
epartment contain ammunition and medicine. 
After each major event, 

these two chests refill, 

sometimes with better 

items, so be sure to visit | 

this location frequently. 


Return upstairs and you'll notice a small boy at the end of the hall, Thi 
is Ben, Daniel's aforementioned son. Stop and pay him a visit, and the 
go speak with Captain Baker again. 


After the press conference, you should save your game in the Detective 


} Office and then head outside to meet Daniel. Select the Museum on f 
World Map by highlighting the location and pressing the X button. 


Ammo +6 (Day 2) 
Ammo +15 (Day 3-4) 


Save Point 


Mod Permit (from Baker) 





Medicine 1 (Day 2) 
Medicine 2 (Day 3-4) 
Medicine 3 (Day 5) 


Mod Permit 
(from Baker) 
























Mod Permit 















To Ist 
Floor 
Locked 
Gate 
Cure-P or 
Medicine 2 
To Basement | ">To World Map 
| : 
Ciel 
Locked Door 
Locker Room (Storage Room) 


ip 











































Kennel 
Baker's L 
Office Medicine 1 (Day 2) 
Medicine 2 (Day 3-4) 
Medicine 3 (Day 5) 
Mod Permit Tool 





(from Baker) 





Ammo +6 (Day 2) 
Ammo +15 (Day 3-4) 
Ammo +30 (Day 5) 


u're now headed to the Museum to speak with 
Dr Hans Klamp, the foremost authority on mito- 
Hiondria. Speak with the guard when you arrive 
he'll let you inside. Before you can see the 
doctor, however, you need to sign the guest book 
ithe front desk. You can also save your game if 
BU wont by using the phone on the wall. 


eet 


Did you happen to notice the «uo 


banner on the front of the 7 lee 
Museum? Check out the World i cane 
Map model closely, and you'll = | 


see the folks at Square managed to 
sneak in a Final Fantasy reference! 


8 Go upstairs and speak with the 
always-congenial Dr. Klamp. 
Eventually, Klamp gives Aya 
and Daniel the cold shoulder: 

gm Return to the police station 
s (N.Y.P.D. #17) to let the others 


BB know what's going on. 
‘se 








Museum Maps, Day 2 


Save Point 











Jo 1st Floor 


Dr. Klamp’s 
Office 





Se |e | 
oor—Doo 


da 














ithe Conference Room, where you learn that you 
ust go to Central Park in search of Eve. You also 

ceive another Mod Permit from Captain 
Baker. 

ake a stop at the Weapon Department to pick up 
ome more ammunition and a Medicine 1. You i aa 

By also choose to use your new’ Mod Permit or a 5 ' 








Ceatral Per 


Weapons: M9 or P8 (HG), M203 (GL) 
Armor: Sp Vest 1, Sv Vest 1 
Enemies: Snake (1) p. 168, Poison Snake (1) p. 168, 
Crow (1) p. 170, Monkey (1) p. 169, Plant (1) p. 177% 
Bear (1) p. 170, Giantworms (1) p. 183 


oe 


Head into Central Park and be sure to use the pay ph 
to save your game. There are some hard-to-see chests 
this area, so make sure you check the maps for 
exact locations. 


Central Park Key 


Enter the Central Park Zoo and head to the northwe 


the Zoo Key, which you'll need to advance past 
zoo and to get into the snake exhibit. To gain access 
the second cabinet, you must push aside the bed. 


Dnodat carel 


Launcher more than Likely in your 
Oss 7 yout t your first chance to add a special 
fapon effect to your main weapon; however, you may not 
ant to do so. Effects such as 
Explosive Rounds and Freezing 
Rounds add heat and cold effects to! 
your weapons. This is great if 
you're fighting a creature that's 
weak against such effects, but a 
creature that's strong against one 
or the other will be practically 
immune to your attacks. 





Inside the zoo, you'll find that Snakes are immune to heat. 
This means you must use a second weapon on them if you're 
going to add the heat effect to your weapon. In general, 
I suggest you NEVER add Explosive or Freezing Rounds to 
your weapons. It's just too constraining and not worth the 
extra damage you can cause to a few creatures. 


Pari] 


ow head to the east to the opposite side of the complex. There are lots 
litle side areas to explore, and they’re all full of items. You should 
amine these areas and clean out chests as you go. 


€ nw re ace 


a 


Examine the chest in the courtyard. 
You may find your second Tool in this 
chest, which will enable you to make 
another modification if you want. 


er passing the snake exhibit, you can take the next 

thto the north and leave the zoo. However, | advise 
6U fo continue to the east first to get all the cool stuff. 

en you're ready, proceed to the north and you'll 
iiomatically use the Zoo Key to unlock the gate. 


ler leaving the zoo, head to the north, toward 
Amphitheater where Eve is about to begin 
perform-ance. Upon cue, run out of the 
Amphitheater 
and to the east 
to get back- 
stage. Leave the Amphitheater and 
follow the little girl’s apparition to the 
west. 





Don’t pass up the gazebo. There are two items hidden inside, plus 

a phone in back. As you follow the apparition, you'll reach your god 
the fastest way possible. However, just like the gazebo, the appai 
takes you down a path where you may miss a valuable item. Use the 

to wind your way through the park and collect everything you ca 
your hands on, and then continue to the next Boss. 


rea me last |—— 


( Sees Setsee rrwecior at 


ridge, make sure you go 

under it instead of over 
it. There are two chests 
containing Bonus Items 
tucked away under the | 
bridge. 


After the last bridge, you'll find another pay phone. DON'T PASS IT 
Quickly save and then continue on 


first, they are pretty slow and lazy, and 

may or may not attack, When they do 

their projectiles are easily avoided. This’ 

the fime-for you to cause some damage. Pick 
away at each of the worms, but try not to destroy 
ed alot of damage to each of them, go ahe 








will grow in size 
ata time, until onh 


e 
ne worm remains, it will take on 
pattern. It can either shoot 
tempt to grab her, or 
its body. Keep ad 
n_ Aya the worm, and. 
atlempt to bite her, 
Falso igh 2 dodge now. kg 


bm, howeve 


r opportunity to attack. Ther 
just have to bite your lip and take 
age, relying on your Parasife Ei 


"9 : 
Medicines to save you: Just attack quickly with 


as many shots as you-can, and the remaining 


worm should fall quickly. 


fer the fight, return to the pay phone and save again. Then cross over 
iantworm area and get ready for one seriously nasty ride. 














PaR Kia 


Sa eae aK Te RB 





This fight is tough, but only because 

Eve has Aya pinned down in the 

back of a carriage. Try to keep as 

much distance between Aya and ‘\ 
| Eve as possible. Do this by sticking to S 

the four corners and watching Eve's 
Fin) shadow when she’s not on screen. Eve can 
#5)) hurt Aya by touching her or by bombing 

her from above. d 


attack hits, es, 
ging y the blast since it cov- 





" ae | 

“ground ‘after a he 
- You should easily bm able 
Rhos before} ‘Eve's next move,” 








Central Park Maps, 
Day Two 





Medicine 2 
Cure-P 


Defense +1 or Defense +2 


Ammo™%+1S 











Tool (80%) or 
Ammo +15 (20%) 








i Medicine 1 or Ammo +6 
































Medicine 2 (80%) or 
Ammo +15 (20%) 





Par «il 


=i Ammo +15 or 


Revi 
ea Medicine 2 


no +15 (40%) 
(60%) 


CENTRAL 





ates & 


Tool (60%) or Ammo +15 (30%) or 
Medicine 2 (10%) 


Defense'+1 




















Super Tool (1%) 
or Tool (99%) 


PE +1 or 
CR Evade +1 


Defense +1 (80%) 
Tool (20%) 











Exit from Zoo 


Medicine 2 


Defense +1 or 
Defense +2 


Zoo Key 
To World Map 


Ammo +6 or 
Medicine 1 


Ammo +6 or 


Medicine 1 


Ammo +15 


Medicine 2 (80%) 
or Ammo +15 (20%) 


Tool (80%) or 
Ammo +15 (20%) 


M9 or PS 
Handgun 


Parx«ii || 


CENTRAL 





To Ist Level 


Boss 


Save Point 





PE +1 or 
CR Evade +1 


Ammo +15 (80%) 
or Medicine 2 (20%) 





Save Point 


Ammo +15 (40%) . 
or Tool (60%) Revive 


Defense +1 (X4) 


Super Tool (1%) 
or Tool (99%) 


Defense +1 (80%) 
or Tool (20%) 


To Zoo 


Tool (60%) or 
Ammo +15 (30%) o 
Medicine 2 (10%) 


Defense +1 





day three ) 


Jecember 























+) 


C o'er tener eve J 







Weapons: M11 (MG), Club 2 (MW), G19 (HG) 
Armor: Cr Vest 1 
Enemies: None 


After waking up in beautiful Soho, head outside and 
meet up with Daniel and Maeda. Before you can leave 
the area, you'll need to make two short stops. 
First, head to the west to find a Gun Shop. Once Daniel 
“unlocks” the door, head inside and take everything yor 
can. If you can’t pick up everything right now, lea 
some stuff behind and return for it once you've cleared 
your inventory. 


After visiting the 





the east to find a 
Pharmacy. Inside you'll find all sorts 
of healing items. Also, don’t miss the 
storage room located in the northwest 
corner! 


Now you're ready to go. IF you talked 
to Maeda, you already know your 
next destination, the Museum. Head 
back to the car and move out 





ho, Day Three 


Medicine 2 


CR Evade +1 (80%) 
or CR Evade +2 (20%) 


Tool 
Medicine 3 


Ammo +30 


Save Point 


Defense +2 (20%) 
or Defense +1 (80%) 





Club 2 


M11 Range +1 (80%) 
Ammo +15 Machine Gun or Range +2 (20%) 


Bullet Cap +1 (80%) 
Handgun or Bullet Cap +2 (20%) 





THRE E| 63] 





CR Evade +1 (80%) or 
CR Evade +2 (20%) 








Club 2 
‘emi 


Machine Gun 























| 
Bullet Cap +1 (80%) or 
Bullet Cap +2 (20%) Range +1 (80%) or Iredng Card 


Defense +1 (80%) or 
Range +2 (20%) 


Defense +2 (20%) 





Mu 5 @U: 


Weapons: None 
Armor: None 
Enemies: None 





There's not much to deat the Museum except learn a) 
more about Aya‘s mitochondria, so sit back and enjoy 
When you're done, head for the police station 





PREC 1 Nuc T || 


leapons: M92F (HG), MP5K (MG), SG550 (RI), 
M9-2 (HG) 
Armor: Cm Vest 2, N Jacket 
inemies: Crow (1) p. 170, Rat (2) p. 166, Dogman (1) p. 172, 
Spider (1) p. 172, Big-dogman p. 172, 
Kerberos p. 184 
i: Se 


station is a mess and Daniel’s panicking with jf 
good reason. Before you head out, Maeda will 
give Aya a good luck charm, the Hamaya, but jf 
only if you have an empty slot in your inventory. Ps 
first stop should be the Weapon Department. ° 
this time, however, your inventory is probably iia 


Dusting at the seams. Drop everything you don’t 
eed right now, so that you can claim as much ier Lattin. hee from 


as possible while looking for Ben. 


[ bat 7, moJ oe 


As you explore, check each of a 
the fallen officers twice to 
pick up their clips. 


w head toward the kennels and speak with the fallen cop, Cathy. Head 

ck upstairs and check all the rooms on the main floor. Make sure you 

with the fallen cop Warner and save in the Detectives’ Office and 

the Cm Vest 2 inside the Conference Room. Also, talk to the fallen 

p in Baker's office. After you leave the room, you'll get a shot of Ben 
thasing after Sheeva. 








Follow Ben upstairs and enter the first door on yo 
right, which is the Interrogation Room. Defeat 
Dogmen, and then grab the shiny Storage Key fr 
the adjacent room. Now, if you'd like, you can go bat 
downstairs to the bottom floor and unlock the Weapo 
Storage room. Inside you'll find the MP5K Machi 
Gun and a few other items. 


There's a phone in the office just 
past the Interrogation Room. 


Head up to the third floor and stop in the first room. T 
doctor in this room can heal Aya once, which you ma 
need at this point. After that, continue straight and ents 
the storage room just ahead. This isn’t a Boss fight, bi 
you'll have to take on Torres’ killer. For defeating the Big 
Dogman, you receive the SG550 Rifle. After the a 
tle, check out the northeast corner of the room to find 

hidden room containing a N Jacket. 


alk to the fallen cop in the hall. 

He'll give you a key to his locker, 

which you can use to obtain a Trading 
Card. This may 
seem odd, but with Wayne in 
charge of weapons, you can 
use Trading Cards like Mod 
Permits. 




















fall to the east, and then take the next left. There's no reason to 
morgue right now unless you're looking for a fight. You'll find 
\, ‘and Sheeva, who has transformed into a creature known as 


§ at the end of the slime-filled hall. 


ae ona | 

















DAY THRE Eg 





NY.PD. Maps, 
Day Three 


Offense +1 (80%) 
or Offense +2 (20%) 


MP5K 
Machine Gun 


Ammo +6 


Medicine 1 (Day 2) 
Medicine 2 (Day 3+4) 
Medicine 3 (Day 5) 


Tool {If you 
didn’t get it 
on Day 2) 


Ammo +6 (Day 2) 
Ammo +15 (Day 3-4) 
Ammo +30 (Day 5) 








Cure-P or 
Medicine 2 
(Ifyou didn’t get 
iton Day 2) 


Trading Card 


To 2nd Floor 


Medicine 3 


Hamaya (from Maeda) 






































N Jacket 


or Defense +2 
(20%) 


Ammo +30 (Day 4) 


CR Evade +1 
(80%) 


or 
CR Evade +2 
(20%) 

















Boss 
(M9-2 Handgun) 


Storage Key 


Medicine 3 


From 1st floor PE +1 (80%) 


Ammo +6 or PE +2 (20%) 








Conference Room 


> 2nd Floor 


Ammo +15 


Ammo +6 


| m™> To World Map 


Hamaya 
(from Maeda) 


Medicine 3 


Cure-P or Medicine 2 
(if you don’t get it on 
Day 2) 





Trading Card 


Save Point 


Ammo +6 


Ammo +15 





Save Point 


$G550 Rifle 


Defense +1 


Locker Key 


To 2nd Floor 


Mirror 
Medicine 3 


PE +1 (80%) 
or PE +2 (20%) 


Boss 
(M9-2 Handgun) 


Ammo +30 (Day 4) 



















Offense +1 (80%) 
or Offense +2 (20%) 


MP5K 
Machine Gun 


Kennel 






Medicine 1 (Day2) 
Medicine 2 (Day3=4) 
Medicine 3 (Day) 





Ammo +6 2) 
Ammo Huey 3-4) 


Ammo +30 (Day5) 











5) 
} 


a four 


K 
§ 









_ 


NYP 


Weapons: None 
Armor: None 
Enemies: None 






3 
’ 


After your brief conversation 
with Daniel, go to the third 
floor crime lab to find 
Maeda. Speak with him and 
then head for the Hospital. 









Conference 
Room 










To 2nd Floor 


To World 
Map 












Medicine 1 (Day 2) 
Medicine 2 (Day 3-4) 
Medicine 3 (Day 5) 











Ammo +6 (Day 2) 
Ammo +15 (Day 3-4) 
Ammo +30 (Day 5) 








Baker's 
Office 






Save Point 





ino) ke 
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Grab the items in the lobby, and then head for the elevators to the north 
west. After your encounter with the apparition of Maya, hop onto the é 
vator and press a button. 


When you hit bottom, press the button again to exit the elevator and wate 

as Eve cuts the building’s power. Follow the hall out, and then head to 
south and watch as Eve cuts off the last of your escap 
routes, 


Go back into the hall and check the second door on ya 
right. You can’t enter the first door (the Autopsy Roo 
just yet. Inside, you'll see a shiny object to your righ 
Grab it. You'll need two more of these fuses to re 
power to the elevator. You should also grab the 
J Grenade Launcher in the southwest corner of 
room. It has a valuable special weapon effect call 
Tranquilizer Rounds, which just so happens to 
very effective in the Hospital. 





anquilizePi nem 


moving the Tranquilizer Rounds 
your main weapon. Even if an enemy is immune to 
anquilizer Rounds, it 
on't take reduced damage. 
To do so, you need to have | poe = eB 
- OP 4 se EP 45M 
an empty slot on your main baeus ce — i 


weapon and a Tool. [= 


at 


Take the northwest door and then head to the north 
the morgue office on the left. Inside you'll find a da 
with a phone and the key to the Autopsy Room. 
Autopsy Key is located in the drawer on the rig 
side. 








to the collapsed 
e and use the 


Hospital 


o find a Blue 
. Then circle around to the right to 
2 on top of the medicine cabinet. 


Head back toward the 
morgue and use the Blue 
Cardkey fo open the double 
doors. Just inside the door 
you'll find either a Micro UZ 
or an M10 Machinegun. 
Enter the door oppesite the 
Micro “UZ, and feheck the 
Southeast corner fo find 
Fuse 3. Now you're ready 
to repair the fuse box out in 
the hall 


Pace all three fuses into the fllSe box, bUP@on? turn it on 

#. Repair the cables on top @hihe fuse boxibetore throwall 
My the switch. If you throw the: Switch first, Ayenwill receiveliNs 
Blarge shock when she toughes the cables) j 


fad fo the right to thevelevators and go Upiioune main 

Dby. Follow the appa@iiifions of Aya and Maye, and go 
throughhie deor te the 
north. Affier saving the i 
nurses and a patient, 
you'll receive the 
Green Cardkey, which opens the 
doors next to the elevators. Also, 
don't miss the Sp Jacket next to the 
rightmost bed 

















Use the Green Cardkey to go through 
the doors next to the elevators, and 
then proceed through the next door to 
the north to find the liquid nitrogen 
storage area. Fight off the King 
Bacterium, and then turn off the first 
valve around the corner. 








You can steal from the King Bacterium 
using Club 2. When you're successful, 
you receive a nice bonus item. d 


Return to the elevators and go to the 13th floor. Enter 
unblocked room and check out the west wall. Push the device 
to the arrow to reveal a large red button. Press the buttor 
unlock the door in the north wall. 


ew] 


heck out the view 

rom the window in 

the elevator's hall. — 

That's the Chrysler Building in the back- 
ound, but what's that strange glow? 

Check out the "EX Game" walkthrough in 

this book to learn more. 


| Pass through the animal testing area 
and enter the next door on the right. 
This is the sperm bank storage area. 
Check out the two shiny spots on the 
floor to get the Elevator Key. Step 
into the hall and use the elevator to 
7 reach the roof. 


HospitaA tii 


ia. | 


If you look carefully, you'll notice 
an empty vial on the elevator's floor. 
It looks like Eve got what she came 
for! 


Suggested Level: 20 
EXP VL HP. BONUS/MINUS 
|, 6500 22 950 80/10 


| Alarge arachnid is waiting for Aya onthe roof, 
| and it’s going to’be tough to find a shoe big 
“enough to smash this bug. In the first stage of 
this fight, try to keep your distance from the 
Spiderwoman. She'll shoot webs at Aya that 
cause damage and stiffness, which impairs your movement, The webs will remain on 
the ground for several seconds after they’ve been shot and can still harm Aya when | 
touched. IF you do get caught in a web, the Spiderwoman will close in and attack, 


You'll need a weapon with some range for this | 
part of the battle. A rifle works well, because 
its range is great enough to shoot over a web | 
and still hit the Boss. Between web shots, the 
Spiderwoman will spit flames. These are easy 

a to dodge if you keep your distance. When the: | 
webs disappear, put some distance between 
you and the Boss, because it’s about to shoot 
three more webs 











After causing this Boss signifi 

es and you'll fight more 

| Spiderwoman. If you 

| want; you'can switch to a I 
shortrange weapon with 

| faster reload time, like 

a handgun. Continue to 

| avoid the webs and fire- 

| balls and plug away at fh 
the Boss in between its 

attacks. It» should fall 
quickly, leaving you with 

| aG23 Handgun. 








As soon as Eve departs, run to the southwest corner to avoid the crash by jumping onto the yel 
scaffolding. A spider will attack Aya and send her plummeting to Earth. Kill it quickly and Aya 
throw the switch to stop her descent. 


Hospital Maps, Day Four 


Bullet Cap +1 
or Range +] 

















Sp Jacket 


= 
ie 
5 
1] 
c 
8 
Oo 


Save Point 

















Save Point 


Medicine 3 


Defense +1 (80%) : : 
or Defense +2 (20%) ‘| Ammo +30 


Fuse 1 


M79 Grenade 
Launcher 














M10 

‘or Micro UZ 
Machine 
Gun 


Offense #1\(80%) 
of Offense +2)(20%) 





Offense +1 (80%) or Offense +2 (20%) B Vest 1 or CR Evade +1 


S ar he ea eee. ME 
dav fou r 
_ Ua y 1TUUI 















CR Evade +1 (80%) 
or CR Evade +2 (20%) 







Elevator Key & Junk 
Save Point Cure-M 












Medicine 3 





G3A3 Rifle 


Tool 








ep vitesonl 








Boss (G23 Handgun} 



























Green Cardkey §. [3 
(from Nurse) 





yet +1(80%) or 
PE +2 (20%) 





Trading Card 





Save Point 
wt —4Mayoke (from Maeda) 


ame Ammo +15 


B Vest 


Bullet Cap +1 
or Range +1 Offense +1 (80%) or 
pated Offense +2 (20%) 


M0 or Micro UZ 


Fuse box 


Elevator 







Offense +1 (80%) 
Offense +2 (20%) 


Blue Cardkey 









Defense +1 (80%) or 
Defense +2 (20%) 

B Vest 1 or 
CR Evade +1 


Medicine 3. ome. of Chrysler 
Building 


Blocked Stairs 


Boss 
(G23 Handgun) 


Hospita til 








N.YV.PD, 17° Precine 


Weapons: None 
Armor: None 
Enemies: None 


As soon as you arrive at the Precinct, head down to 
the Weapon Department and unload some of your 
stuff. When you're finished, return to Baker's office 
to get the latest news on the case. 











Chinatown 


Weapons: M79-2 (GL), M1911A2 (HG) 
Armor: None 
Enemies: Cat (1) p. 176, Poison Snake (2) p.168 
ms As Day Five begins, go to Chinatown to meet up wil 
Maeda. Head down the street and keep your eyes opal 
for the partially concealed chests near the first manhol 


Grab the M79-2 Grenade Launcher from 

boxes positioned across from the phone. Go to the rig 
of the save point and explore the small storage room 
get a new handgun, the M1911A2, and a Tool. No 
it's time to return to the main path and continue north, 








comes with Acid Rounds. 

This effect acts like poi- — * 

son against some monsters. If you're feeling 
confident about your main weapon, you may want 
to transfer the Acid Rounds to it. You should 
definitely do so after leaving Chinatown. 


When you find Maeda, he’s peering into. an open manhole. He'll give yo 
the Naritey, another good, lick'charm, and then he'll leave’Aya to do he 
thing. Plug your nose and climb‘down into the Sewer, 


take this 


’ 





Chinatown Maps, Day Five 


(80%) or 
PE +2 


Offense +1 (80%) or 
Offense +2 (20%) 


MI9T1A2 
Handgun 
MI911A2 


PE +1 (80%) or 
PE +2 (20%) 


Ampedan Riss Medicine 3 


To World Map 


To World Map 
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Weapons: Se (SH), he -3 (GL), 
ib 


Armor: Cr Protector 


Enemies: Poison Snake (2) p. 168, 
Bat (1) p.177, ‘icy (2) p. 168, 
Alligator (2) p. 182 


The first part of the Sewers is just a bunch of crisscros 
ing paths. (Take a look at the map and you'll get # 
idea.) You don’t have to pick up any of the items S 
tered throughout the tunnels, but one look at the vd 
and | bet you'll collect them all! Definitely take the time to pick up | 
M870; its special Burst effect is easily one of the best weapon power-up 
in the game. 




















hen fighting Poison Snakes 


nd Bats, eliminate the 
‘Snakes first. The Bats may 
be annoying, but they're 
not nearly as deadly as the 
venom in a Snake's bite. 





you've finished scrounging around, you 
ifind your way to the stairs in the south- | 
st corner. You can climb them to reach the 
ay above, and then head due east to 
Club 3. Follow the walkway to the 
th, and you'll find the remnants of the 
fistmas Eve concert. be 


lems. Then head back up and go 
Bugh the north door to the Pump Station 


Activate _ 

@ Pump! | | 
‘ 

‘ POMP rename n: 4 


arch the middle panel on the pump controls to zoom in on the machin- 
y. Turn on the master power, and then activate both pumps to eliminate 
slime. Turn off the power and then head out the closed door in the north 
il 


the canal and enter the door on the east wall to reach the Subway. 
















Sewer 2 Maps, 
Day Five 


Super Tool 






Mh 
Ws 





M203-3 Grenade Launcher 


Medicine 3 (80%) 
or Range +1 (20%) 








Offense +1 or Defense +1 


M870 Shotgun 


Range +1 | 





continues on 


following page 


Club 3 


Offense +2 (80%) 
or Defense +2 (20%) 





continued from 
previous page 











Medicine 3 (80%) or 
Range +1 (20%) 


Medicine 3 


Save 
Range +1 (x2) or Point 
CR Evade +1 (x2) 


Monitor \ 7 





ve Subway 


Offense +1 or 
Defense +1 


Defense +2 (20%) or 


Oo 





fense +2 (80%) 











ec) 


Weapons: M79-3 (GL) 

Armor: B Protector 
Enemies: Mole (1) p. 178, Bat (1) p. 77 
Centipede (1) p. 185 | 








Head to the left and have Aya pull herself onto the sul 
way platform. There's a gate here, but Aya can’t ge 
through it without a key. More importantly, there are th 

chests and a phone. SAVE NOW! There's danger I 


Head fo the north through the west tunnel so you ¢ 
clean out another chest as you begin your quest for tht 
Gate Key. You're in for a nasty surprise when you ream 
the cross section. 





















: The Centipede’s c has a major weak- 


iC oe u can stay along its side, it won't be 
. "i 
ie 


if YoU with two of its attacks (biting 

é bolts). However, you still need to 
worry about its poison 
attack. If you constantly 


move, i can races it. 


ee li cae 


or you on ron ig it, 












you kill off one of the 


ne out of the way, run 


a 


After causingenough damage, the 
Contin a split into four parts that 
At this point, | find it 


n ah in. the middle ah hit the 
mini-pedes regardless “of. their posi- 
tion. When you target one of the:mini- 
pedes, make a mental note of its target 
number. By doing so, you won't feel 
like you're playing three-card monte 
andyou'can kill off each one quickly. 


Now circle around the train car to the east and go 


ide the second car. Inside this car, you'll find the 
Protector and two Tools. Head out of the car 


nd go to the north. 


ch the cop at the end of the walkway to find 
i¢ Gate Key. Now you can finally get out of the 
ers. Wind your way back to the subway plat 


and use the Gate Key on the locked gate. 








Subway Maps, Day Five 






Medicine 3 (80%) or 
Ammo +30 (20%) 


Medicine 3 


Save Point 





Range +1 (80%) 
Range +2 (20%) 





CR Evade +1 (80%) 
or CR Evade +2 (20%) 





Tool (95%) 
Boss or Super 
(Medicine 3, Ammo +30, M79-3, Tool (5%) 
CR Evade +1, or Range +1) 


To Bridge 
+ 


Medicine 3 (80%) or 
Ammo +30 (20%) 












































Save d 
Point k 
Range +1 (80%) or Yer Evade +1 (80%) or 


Range +2 (20%) CR Evade +2 (20%) 

















ly pe . 
WGronUse 


Weapons: 
Armor: 
Enemies: 








PPK (HG), M203-2 (GL), AT4 (RL) 
Cm Protector, Sp Protector 

Rat (4) p. 166, Spider (4) p. 172, 
Crab (1) p. 187 


This area is an optional part of the game. By goi 


through the Warehouse, you can collect 


) AT4 Rocket Launcher along with several o 


weapons and armor, This is a very powerful weapoll 
but you can easily win the game without it. 


Before entering the 
Warehouse, clean 
out the two chests in 
front of the build- 
ing. One of the 
chests is hidden 
behind the gate. 


Enter the Warehouse and grab the 

Cm Protector while moving north. 

After a forced fight against a Rat, 

check out the south corner to find the Warehouse Key. Go through 
door to the north, and follow the hall south to another large room 








Grab the Rockets and save before moving onwa 
Use the Warehouse Key on the west door and hu 
across the catwalk. Collect the items in the next roo 
and then jump on the elevator cables to lower Aya do 
to the basement. 





WAREHOUSE |. 


y 
4 4 
pect 100/15 
I ‘one tough customer. The 
ing the Crab is sticking to one of [Mm 


it all thres targets (the i Gnd both claws) 
minimal risk. The Crab's claw attack and blue g 
t if you're at its side; how- 
ever, you do 
need to worry 
about its eye 
lasers. 


When the Crabs 
eyestalks pop up, — « 
you should run in \ 


front of it, This 


fo stay one step ahead of the lasers. IF the {fi 
, they'll probably deplete more than jp 
Bar so you may want fo cast 
in case things don’t go as planned. 
1 don't have the Burst effect alfached to your 
pon, eliminate one claw at a time and then focus { 
the body. After defeating the Crab, you receive 
AT4 Rocket Launcher. 


ih the Crab out of the picture, there’s only one 
ng left to do. Check the northwest corner, but 
ep your distance. You'll notice some steam gush- 
‘over a shiny object. Determine the pattern of 

feam bursts, and then run in, grab the Tool, 


out. If the steam touches Aya, she'll take a 
dhit to her HP. Now backtrack your way out of 
Narehouse, and head to the police station to 
‘up some inventory space. 





Warehouse Maps, 
Day Five 


Cm Protector 


PPK Handgun 


Warehouse Key 


M203-2 
Grenade 
Launcher 


Offense +2 
(90%) 
or Offense 
(10%) 


Sp Protector 





Offense +2 (45%) 
or Defense +2 (45%) 
or Defense +3 (10%) 


or Defense +1 





TWartenousa 








M203-2 
Grenade Launcher 


Offense +2 (90%) 


Ki \! 
Cm Protector wih Steam Valve Offense +3 (1 oa 


Tool 


PPK 
Handgun 


CX! To 2nd Floor 


To World Map Boss 
(AT4 Rocket Launcher) 


Museum 


Weapons: ?P220-2 or G22 (HG), M203-4 (GL), 
MPSPDW (MG), M500 (SH), Maeda’s Gur 
(HG), M8000 (HG), M9-3 (HG) 
Armor: _N Suit, Sv Protector, B Jacket 1, Cr Vest 2 

Enemies: Troodon (1) p. 179, Chanteeon (1) p. 178 
Scorpion (1) p. 180, Armadillo (1) p. 180, 
Pterodactyl (1) p. 179, Triceratops (1) p. 188 
T-Rex p. 188 


Enter the Museum and follow the person wearing a whi 
coat. Fight the raptor-like Troodons and then collect tf 
nearby items. The path is blocked, so backtrack to 
main lobby. 


The stairs are blocked as well and the elevators aren 
working ‘because the security alarm has been activated 
Go ahead ‘and clean out the T-Rex room (the doonjd 
above the one'you came out of), and then take the or 
remaining path—the north hall. 











= you get a second chance to. win a not- 
t prize. 


The answer to this question is 9. At 
the end of the Museum section, you'll 
find a list of each of the question 
podiums. Just match the questions and 
the answer will be Listed below. 4 









s against the right wall as 
you walk through the rainforest 
fyaue bei Eventually, you'll 


walk behind the plants. Angle 
to the southeast to find a hid- 
\den room with another question podium and a N Suit. 
There's also a hidden room in this hidden room! 


Push the crate below the white box to the side and 
you'll find a Tool and a Trading Card. ‘ 


(ol a 


dead to the north from the rainforest exhibit to the 

iist door on the left. Inside you'll find a large 
orpion blocking your path. Don’t be intimidated; 
not as tough as it looks. 


to the west after defeating the Scorpion, This is 
fhe room the mysterious person ran into. You can’t 
Bio to the south, so go fo the north and examine the 

+ room. Grab the M203-4 Grenade 

juncher from the chest, but ignore the stairs 
nd go to the north. 































| Take a look at the statues and immediately exit the room 
This triggers an event where Aya gets her first look at ai 
Armadillo, Defeat them and then return to the stairs a 
climb to the second floor. Check out the podium, bul 
don’t forget to examine the two partially hidden chests) 





Head to the north to get a good look at the destructiot 
caused by the Armadillos that attacked Aya earlier. 

the building through the door in the north wall, ai 
climb down to the bottom floor to grab an item. The 
climb up to the third floor and go back inside the muse 
um, Don’t miss the Rockets on the fire escape! 












SANS 


tool] \i\ # 
here's a Tool hidden ™ Nes 


behind the statue just to 
the left of the door. You 
can get behind the head 


by entering the statue room from th 
outside. 





I Check out the podium as you enter, and then head to th 
south and check out yet another podium. Continue to th 
south, and then take the door to the east. Help put f 
Pterodactyl on the endangered species list and continu 
to the east. 


Follow the hall to ; Oe F 
the stairwell/eleva- | [. ! 
tor area. Head | 












through the double 
doors in the west 
wall, and then jump 
out the window after you've emptied 
the chest. Follow the ledge to the east, 
and then drop down and enter the 
broken window. 














the east through the double doors, and then 

god to the north. Continue in this direction until 

teach the wide-open area covered in red car- 

th The door to the security office is in the north 

all. Go inside and flip the glowing white switch 

thut off the alarm, and then save your game by 
g the phone. 


eS 
Moves EquippedeParameter or Effect 
= 


Shop] 


FAtoot 


Explore under the Museum & 


Shop's tent to find a 4 
couple of hidden chests. 


eck out the security monitors to get a view of Eve, and then head out of 
room. After the FMV, go back down the hall you were in earlier and 
it Dr. Klamp’s office, 


rage room] 


ar back as possible in the security 
fice, and then run to the right and toward 
he screen. You'll find a 
jhidden elevator that leads to Pe, 
a storage room full of good- 
ies on the fourth floor. 








With Maeda’s Gun and Klamp’s Ki 
in your possession, you have a de 
sion to make. At this point, 
inventory is probably overflowi 
with weapons, armor, and medicine 
You can go to the Precinct and du 
some stuff and then come back, ¢ 
you can push on. It’s your decision 





From Klamp’s office, head to the west through the two sets of doors a 
test your knowledge again. Go north and then take the stairs up. 


| 
aurusd 


nce again another’ Final 
Fantasy VII reference. Take a 
moment to check out the pre- 
historic Chocobo before you 
head upstairs. 


Wrap around the stairs and head to the south. Aya arrives just in time fe 
the rebirth of a Triceratops. 


Er caeict esl ie. 
EXP LVL HP BONUS/MINUS 


50,000 33 1650 60/10 


The Triceratops can cause a lot of damage in a short period of time. Its bolt attack: 
can inflict as much as 150 points of damage, as can its charge attack, Make sure 
you haye plenty of health at all times, and use your Parasite Energy wisely. 


At first, the Triceratops will charge toward 
Aya.so fast that she won't be able to dodge it 
unless you use Haste. When it wears off, 
continue to reuse it. At the start of the fight, 
the Triceratops will only charge at Aya once, | 
and then wander around. However, as you 
cause more and more damage to it, it will 


row. Choose your shots wisely, or you could | 
be left standing in its path. 





jing the bolt attack is easy. As soon as it J 
ins to. charge up the oe run over and 
d.close to and just a bit to the side of the 
eratops’ head. When you find the correct 
the bolt will harmlessly pass around Aya. 


Once the beasts head is gone, it becomes 
susceptible to cold attacks, This being the 
case, YOU might want to equip a weapon with 
Freezing Rounds. The Triceratops’ charg- 
ing attack slows down considerably, so you 
won't need to use Haste anymore, Also, this 
ammo causes it to shoot bolts nearly won 


er the battle, proceed to the north and wander around if you'd like; 
ever, to keep the story rolling, you need to take a few steps to the 
. The Triceratops comes rushing back and knocks Aya into the T-Rex 
Grab the items now if you didn’t earlier, and then approach the 
e-covered area to start your next battle. 


LVL HP BONUS/MINUS 
} 100,000 35 2400 256/32 


The T-Rex is extremely powerful. Its flame jf 
‘attack can eduse as much as 150 points of ff 


of damage. Therefore, you must absolutely 
avoid its flame attack. To do so, you need to be b bien 
of at least pressed as closely to its body as pos: 








To accomplish this, you may want to cast 
Haste on Aya. This will make it much easi- 
er to.get into position when the T-Rex decides 
tojump across the room. Remember that the 
TRex almost always follows a jump with a 
flame attack. Also, do your best to avoid get- 
fing stuck against a wall or in a corner. This 
makes it much more difficult to get into 
proper position. 


The T-Rex’s other attacks aren’t much to 

worry about. It can shoot energy from its 

tail, but you can easily dodge the bolts. Its 

close-range attacks typically cause no more 

than 100 points of damage, so it should be | 
a relief when the monster decides take a bite 

out of Aya. Defeat the T-Rex and youl 

receive the M8000 Handgun. 





T 8000 has a special weapon 

ffect that you haven't seen 

yet. The Command X2 ability 

enables Aya to perform two 

commands in one turn. If you're not planning 
to use the M8000, quickly transfer this 
ability to your main weapon. | 


Return to the Museum's main lobby and save your game. You may als 
want to return to the Precinct, because this will be your last chance to mod 


ify a weapon. 


When you're ready, take the elevator to the fourth floor and grab the F 
Cure or Full Recover from the chest next to the slime-covered dog 
Then hop onto the elevator and head back down to the second floor, 








ee 


Oe 


OO 


ast two doors, then go to the north, 
the stairs. Now head to the south to trig- a 
MV. After the cinema, you'll notice a bro- ies 
Walk through the hole and angle to the 
find 


back room with a Tool and an 
Then take the’stairs up and peek 
cracked door to find Eve. 


MUSEUM 







al ah. 

Agha ms] 
Check a room on the first floor before 
you head upstairs to face Eve. Go north, 
walk down the stairs, then head south to 


find a Super Tool and a Cr Vest 2, both 
of which should come in handy. 


Iejetniall= itheit opselesel fn Fs ore 
A: Mitochondrial (Medicine3, Medicine 4, or Revive) 










PANWVieheuiisuluntionelseurestor ii first Oxejeulisumuelt live pile 
years ago? a Ch, SRS 
EO Nireejenlontteles irom) velleeiiieo= 
Meeltetneye!) Tiss: 
eH iis siltsenenelienerseies Alp (elclegosina ineneseners MMs ine 
loy/ much snleney/ is inils jul vellapinses4 j 

EUV 0) OO ear cusite ers) (Wereltetnees or Ansiissonees®) 
fe Hisy fellainis) miiioetionciricl, willemUss9 o/s) es iomumenell SoUre=, 11 
Messy cine livine) sith i syulstomeelhy, ie seretcel aerate irsel ol ici 
lous cinioust OF anlar). Wileliwelsinie conisse|Uanlest4 

ES A cjinic) (Mselicin= hom \celteisae) 

tela In osi/, Geile Wikemcaleeiscel el ison Z see pulemnomienis War 
derived! from Mitochondria Eves Which organism is thought to be 
NWireeneteltiel = y= 

SNA trleeiatcuselen (celiciniz: 3) 

GQ: 25\Million years ago, oxygenyincreased| in the air. Why? 

A: Photosynthesis by bacteria (Ammo +30 or Medicine 3) 















Aiuto e6h®), Mecli 




















Museum Maps, Day Five (Floor One) 


Quiz 


Offense +1 
or Defense +1 Boss (M8000) 











M203-4 Grenade Launcher 


Tool or 
Medicine 3 


G22 or P220-2 Handgun 





Medicine 3 














Defense +1 - 


Offense +1 


Trading Card 


icine 4. Ammo +30 


Quiz 


Medicine 4 Save Point 





























Floor Two 


CR Evade + 1 


Revive 


or PE +1 


Defense +1 
or Offense + 1 


Cr Vest 2 
Super Tool 


Quiz 











Switch 


MPSDW 
Machine Gun 
| Save 


‘ 


‘i. ae 





Defense + 1 





Maeda’s Gun 
(from Maeda) 











Floor Three 





M9-3 
Handgun 





Boss 
(Ammo +6) 











~s 

° 
= 
is 
3 
= 


Sv Protector 





Floor Four 


Full Recover or Full Cure 


Offense +1 or 





G22 or P220-2 
Handguns 


Tool or 4 
Medicine 3" — 








M500 Shotgun 


Medicine 4 








From 2nd Floor 


- Elevator 


} 


To 3rd 
Floor 





Sioive Sr bert, 


Weapons: None 
Armor: None 
Enemies: Eve (3) p. 192, Eve (4) p. 193 


Suggested Level: 33 
EXP LVL —sHP. BONUS/MINUS 
0 37 5250) d 000/20 


Now. head to the northifo Find Eve resting next to the now gooey Statue of Liberty 
But before you go, you should use your Banus Points, check your inventory, reload 
| your weapon, and do anything else you can think of. This isn’t going to be sy 


helps a lot in this fight if you have a 
pon with the Burst and Command X2 

is. With these special weapon effects, (Mm 
yeu can hit all three parts of Eve's body with Ss 
“a single attack, and you can heal and attack jf 
in the same turn. You can also hit all three 
body parts with the AT4 Rocket Launcher; 
however, its ammo is limited, so you may | 
want fo save it for a little later. 


At the start of the fight, you should keep a lot 
of distance between Aya and Eve. Eve has | 
several devastating, close-range attacks that 
make her long-range attacks look weak. You | 
absolutely don’t want Eve to grab Aya. These _ 
attacks can hit four times, and can cause as 

j much as 170 points of damage with each hit, 
Dodging these attacks is fairly easy, though. 
Stay a good distance away from Eye when 
you're not attacking, stay out of corners, and 
always keep moving from side to side. 











s aren't as easy to 
se a lot of damage: t 
four balls’at short, 


you continue to 
move. Eve can 
also cover the 
screen with a 


just run away from them and try to get 
behind Eve. Lastly, Eve can shower the field with 
energy from her be nly guaranteed way 
: to dodge this atta et 
t make sure you quickly get out from unde! 
so she doesn’t have a chance to grab Aya. 


er causing enough damage to Eve, she 
“morphs,into a more powerful version of Eve, 
thus taking you back to square onel 


“BONUS/MINUS 
2200 0/0 


| ly. Now she can fly around the screen so fast that jf 
"Aya sometimes, has trouble drawing a bead on | 
her. This also makes it easy for Eve to fly in 
out of your targeting dome, so be care! | when 
you shoot, Never shoot more than twice—I'll tell 
you why later! 











Evel has: three basic difacks."Her physical 
attack is a quick blow. that can hit Aya twice 
and poison her. It is tough to dodge because 
it is so fast, Just keep moving at all times, and 
she should only get in one hit. Eve can also 
hit Aya with @ paralysis attack that can’t be 
dodged. Two things can happen with this 
attack: Either Aya will get paralyzed, thus 
stopping her mobility; or she'll just get slowed 
down. Both effects are harmful, so you should 
use @ Cure-M or cast si Medic to get rid of 
the effect. 


Eve's final—=and decdliest—attack is her | 
energy javelin. Occasionally, she'll fly off | 
| screen and the camera will show a close-up | 
view of her as she throws her javelin, This | 
attack inflicts area damage, so the closer Aya 
isto the impact point, the more damage she'll 
take. This serves as a prime example as to 
why you need to keep Aya mobile. Eve 
loves to paralyze Aya and then hit her 
with the javelin, which can cause 400+ 
points. of damage. 


The key thing to remember when Eve | 

launches her energy javelin is that you © 

still have control of Aya although you 

can’t see her. It’s best to stay in a cor- 

ner so that when Eve begins to launch 

her altack from the sky, you can run to 
the opposite side. Remember: Don’t stop running until the attack has exploded! 
If you can get far enough away, Aya won't take any damage. 


Earlier | mentioned that you should only shoot 
twice at Eve on each turn, That's because you 
never know when Eye is going to try the 
javelin, and you can’t control Aya while she’s 
shooting) If you've programmed Aya to shoot 
several shots and Eve takes off, you'll miss 
Eve and Aya won't move until she’s done 
shooting even though’ you can’t see or hear 
the shots. So take quick shots and never get 
stuck in one place for too long 





To make things really quick, you can use the Parasite Energy Liberate. This wil 
Cause dyer a thousand points of damage to Eve, but it will also deplete all of 
Ayo's Parasite Energy. It is, however, still worth the risk: After the attack, you'll 
only need to hit Eve a few more times to finish her off, 











day s ix 








Cdagy 


Javy Creiser 


Weapons: None 
Armor: None 
Enemies: Ultimate Being (1) p. 194, Ultimate Being (2) 
p. 194, Ultimate Being (3) p. 195, 
Ultimate Being (4) p. 196 


As the day begins, head into the ship and talk to Way 
He'll give you the chance to engrave a name—afl 
name—onto one weap 
j and one piece of arma 
Pick your best. weapo 
and your best armor ai 
i do so. These items will 
yours at the beginning 
the.EX Game. (check 
“Secrets” section to find 
out more). 








After you're done with 

Wayne, save your game and | 
then speak with the Naval 
Officer next to the phone. 
He'll give you a bunch of 
supplies from Admiral 
Williams, which you're sure 
to need. Be sure to clean him 
out on Medicine 4s and 
Ammo. You may also want 
fo take the Cure items if you 
have room. 





When you're done, return to the ship’s deck and prepare for ano 
surprise. 





Suggested Level: 33 


EXP HP BONUS/MINUS 
0 37 1500 0/0 


This is an easy battle. Give Aya a weapon with a lot of range and good attack 
power. Step just close enough to the Ultimate Being to get-it to double over. This 

indicates the beginning of its attack. Quickly run away from the Ultimate Being 
and you'll easily dodge the attack. Just don’t get trapped too close to the Ultimate 
Being and always shoot the Ultimate Being twice after each of its attacks. 


It can also perform one other attack that is unavoidable. The attack can hit Aya 
for all of her HP except one point. No problem, just use ful Recover and Aya 
wil be.as good as new! 





, ‘Suggested Level: 33 
| EXP HP BONUS/MINUS 
0° 37 1500 0/0 


This battle has two stages, During the first stage, the Ultimate Being 

iq total wimp. Dodge its lighting balls by running around them, and 

they won't be able to track Aya. At this point, you should be able to 

hit the Ultimate Being twice before it performs its next attack. To 

dodge the Ultimate Being’s lighting bolts, simply run under it. IF you get 

there quickly, you can easily shoot the Ultimate Being four times. It helps to have 
a weapon that can hit both of the Ultimate Being’s body parts at the same time, 
but if you don’t have such a weapon, you should focus on defeating the body. 


Once you've inflicted enough damage to the Ultimate Being, it will split into two 
parts. Your goal should be to kill the crawling bedy, because the flying head dies 
when the body dies, Dodging these two parts is tough—real tough! Your best bet 
is to quickly use the Parasite Energy Liberate. It will kill one of the two parts, 
while seriously damaging the other. If the body survives, just hit it a few more 
times and it will be dead before you know it. 








Suggested Level: 33 


EXP LVL ~=-HP- . BONUS/MINUS 
2 22 ee 2/2 


Now comes the real challenge. You'll want to fight this version of the Ultimate 
Being alot like you did for the third version of Eve. For the most part, you should 
Keep your distance unless the situation specifically calls for Aya to get up close 
and personal. 


The Ultimate Being attacks in numerous ways, Its most basic attack is a simple 
2-hit combo that causes a litle over 100 points of damage. You can easily dodge 
one of the hits if you keep running away from the Ultimate Being when you're not 
attacking. 


Perhaps its most lethal attacks are its area effect attack and grab attack. Both are 
nearly impossible to dodge, The grab inflicts close to 400 points of damage and 
the area effect attack halves Aya’s HP. To dodge the area effect attack, you must 
get as far away from the Ultimate Being as possible. You'll know the attack is 
coming if the Ultimate Being sits on the ground and an arcane symbol appears 
below it. The grab is so incredibly fast that you'll only be able to dodge it if you're 
using Haste—but still that’s no guarantee! 


The best time to hit the Ultimate Being is when it hops into a corner, The Ultimate 
Being then launches a bunch of pink energy balls that can’t hit Aya if she’s direct- 
ly under or behind the Ultimate Being. While these balls are flying around, you 
should be able to hit the Ultimate Being four or more times. 





To help ease things along, you may want to pull out the AT4 Rocket Launcher. It 

can cause more damage than most guns, plus it has incredible range. Once 

you've caused about 1000 points of damage to the Ultimate Being, you should 

use the Parasite Energy Liberate again. This should inflict enough damage to 
off the Ultimate Being. 




























ie baile may be over, but the jab isn’t quite finished. Now Aya must RUN 
from the Ultimate Being and find something on the ship to destroy it 
ce and for all. As you run, be sure to pause the game iftyou’re follow- 
my directions. If not, the Ultimate Being will overtake Aya and you'll 
to do the whole fight over again. 


Suggested Level: 33 
EXP LVL ~—sOHP BONUS/MINUS 
2 2 8/2 


At first, Aya won't be able to do much damage to this evolved version of the 
Ultimate Being. So, to make things easier you should use the Parasite Energy 
Barrier, and then pick away at the Ultimate Being with anything but the AT4 
Rocket Launcher. | know what you're thinking: “Only one point of damage! !” 
However, if you're patient, you'll get your opportunity to put a real hurt on the 
Ultimate Being once and for all. 


Eventually, the means to defeat the Ultimate Being will be delivered to Aya. She's 
automatically equipped with the new ammo and Maeda's Gun. Select your shots 
carefully.and begin pounding away at the Ultimate Being: This creature will fall 
in no time, 


. Run to the west to the door, the same one you entered 

earlier. 

. After viewing the map, Aya will come to the revelation 
that she must get to the Engine Room. Her first step is to 
head through the door to the left, which the Navy Officer 
was blocking earlier. 

. Go to the north and turn west at the intersection. 

~ Runup the hall and take a right through the first door. 

. Run down the stairs and into the door at the bottom. 

. Go to the east and head north at the intersection. Climb 
down the ladder to reach the Engine Room. 

~ Quickly search the control panel just below 
where Aya enters the room. 

. Once things are ready to blow, head to the 
south over the pipes and then climb the lad- 
der that’s a bit to the west. 

. Head to the south and pass through the door. 



































10. Continue to the south, and then pass through the door in 
the west wall. 

11. Quickly run up the stairs and through the door at the top, 

12. Sprint down the hall to the west and through the exit. 


You've won! Now sit back and enjoy the ending. 


e to the end. When 

"s finished, you'll receive 3000 
Bonus Points for finishing the game 
and the chance to save your game. This 
saves the data as "Clear Data" and opens up the option on 
the main menu to play the EX Game. You begin the EX Game 
with your personalized weapon and armor, plus you can 
access a new location: the Chrysler Building. 7 
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Bj You can only access the Chrysler Building in the @ 





Game. To get the EX Game, you must first complete 
normal game, and then choose to save. your gd 
AFTER THE FINAL CREDITS HAVE FINISHED. If you 

off your machine before the credits finish, you won! 
able to save and try the EX Game. ib 


The Chrysler Building is 77 floors of terror. On each fl 
you'll find valuable items that aren’t available in the no 
mal game. In addition, you'll battle new Bosses ev 
10th floor. Before 
you begin, howev- 


er, you should complete most of the | 
normal game a second time to build 
up Aya’s HP. Otherwise, the enemies 


for you. There aren't any save points 
in the Chrysler Building, so it’s imper 
ative that Aya is tough enough to 
push through at least 10 floors at a 


5Chrysier. Key5. 
Reurysier Keys 


ewSuthester Key = 


EGRehearse Key w 


3 





from floor to floor until she finds a Chrysler Ki 
which gives her access to the elevator. Each key work 
for 10 floors, and you'll always find a key after defed 
ing a Boss. For example, defeating the floor 10 Bos 
(Spiderwoman (2)) gets you the Chrysler Key for fl 


j 1-10. However, because you've already defeated flood 


1-10, you'll only need to use the key to exit the building 
go to the Precinct, and empty your inventory witho 
having to walk all the way down and then back 
again. Note that you should always be sure to leave and 
save your game after every 10 floors. 





ike all other areas of the game, the items and 

ters in the Chrysler Building are randomized 

time you play through. However, the game 

aly builds from a set number of maps, which 

(ll find near the end of this section. The only 

that aren’t randomized are the Boss floors 

, 20, 30, 40, 50, 60, and 70). These maps will 

ays remain the same, and there will always be 
Boss on these levels. 


a. keys] 


Each time you receive a new key, you 
can put the old key in storage. The 
new key will enable you to access the 
levels the previous key accessed, plus 
the 10 levels you just completed. r 


You'll also find a storage 
room on each level. The 
items in this room tend to be 
a lot more powerful: than 
those found in the normal 
game. In addition, as you 
climb higher and higher, 
you'll receive stronger and 
stronger items. 


In this section, you'll find a 

listing of each of the items 

{Il find as you wander the building. These items tend to appear in the 

presented, but they may be slightly different in your game. You can 

se the item lists to help you determine whether or not you're interested in 
pcating the items in the storage room on each level. 


f you can complete the Chrysler Building, you'll get a special treat—a sec- 
nd ending movie. Is it worth it? You bet it is! 
aN , y 



































aid, its not always easy to figure out which map you're on, but these 
e well worth using. Just have alittle patience and pay close atten- 
at you're doing. By the way, it also helps to keep a coin nearby. 
you can mark the map you're currently on, so if your atten- 

els diverted for a moment, you won't forget which map you're on. 


start off easy. Just make sure Aya has lots 

id you'll get through easily, This is a great 

ice fo collect Junk, if you're trying to get one of 

I@'s special weapons. (See the “Secrets” see- 
more details.) 


mies: Bat (2), Raptor (2), Crow (3), Rat (5) |p 





This fight is similar to the second part 
of your confrontation with the 
Spiderwoman on top of the hospital. 
If your weapon is powerful enough 
and Aya has a high level, you should 
have no trouble getting past this 
enemy. Defeating this Boss gets you 

i] the Chrysler Key 1. Now you can 
use the elevator to go between floors 
1 and 10. 


€ Items: 


M16A2 (RI) 
Tool 
CR Evade +1~4 


A Petey * PE +1~4 
? . Ky Jacket 
MI9TIA4 ( M79-4 (GL) 
lool 
Sp Vest 2 








E Items: H Items 


P38 T Card Range +1~4 
P228 (HG) Bullet Cap +1~4 
PE +1~4 Rocket Ammo 
CR Evade +1~4 Tool 


F Items I_items 


Sv Jacket Bullet Cap +1~4 
CR Evade +1~4 Offense +1~4 
Offense +1~4 


G Items 


PE +1~4 
P226 (HG) 
Defense +1~4 


Things get a bit rougher here, but there’s still not much i 
worry about. One new element is introduced. From this poi 
on, you might encounter a monster called Treasurebox 
when opening chests. These creatures are extremely annoys 
ing Gnd equally as tough. They'get to atdick immediately 
Gnd can cause as much as 450 pdints of damage with a sing 
gle attack, Keep up Aya’s HP whileiveil're treasure hunting) 
or you may pay the ultimate price 





Enemies: Mole (2), Bat (2), Snake (2), Ménkey (2) 


These two should remind you of 
y something. Unlike the large 
i) Boss you fought in the sew- 
7W ers, these creatures only 
have one target each. Using 
y] Aya’s superior firepower, Ez 
i} you should be able to kill [i 
W them off quickly. Win this [ff 
battle and you receive the 
Chrysler Key 2. 
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This battle is similar to your first encounter with the Centipede 
the subway tunnels. Stick to the side of this Boss until it splits. Thd 
keep track of which body part you're damaging, and quick 
eliminate one of the four, It’s jum a 
best to stay in the empty spot [fi ‘ 

4) to. avoid the remaining parts 

My while you finish the job. 
You receive the Chrysler 

“}| Key 3 for defeating this 
Boss. 





A_Items: 


Treasurebox (monster) Typed (RI). 
Tool Defense +1~4 


Tool Treasurebox (monster) 
PPKS T Card Cm Jacket 
Tool 











H Items: 


€ Items: 
B Jackets2 


Bullet Cap +1~4 M1 T Card 
Tool Offense. +14 
Super Tool 


I_Items: 
DB Items: 
Range +1~4 


Super Tool CR Evade +1~4 
CR Evade +1~4 
Mark 23 (HG) eT + ene 


E Items: Tool 
Sv Suit 1 


Offense +1~4 M79-5 (GL) 
Tool 
M870-2 (SG) 
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E Items: 





Treasurebox (monster) 


H Items: 





Maverick (SG) 

















Tool Range +1~4 
F Items: I. items: 


MP44 T Card Treasurebox (monstér) 


Treasurebox (monster) Kv Armor 1 
G Items: J Items: 


MG42T Card Treasurebox (monster) 
CR Evade +1~4 Tool 
M1911A5 (HG) 


Defense +1~4 i 


More of your old enemies return to haunt you on thes 
floors. The Parrots and Armadillos are still a breeze 

dodge, but watch out for the Frogs and Scorpions 
Fortunately, you shouldn’t have to face more than of 
Scorpion at a time. j 





Enemies: Parrot (2), Armadillo (3), Frog (j 
Scorpion (3) 
















Just when you thought Eve had lost 
her creative flare, she throws a giant 
Cockroach at you. However, it’s | 
going to take a lot more 
# than a can of Raid to kill this 
creep! Keep your distance 
from its antennae and you 
should be all right—that is jf 
until it releases a larva. 
When this occurs, the main 
W) roach becomes a flying roach. It’s best to hit both roaches w 
||| each shot. By doing so, you can quickly eliminate both of ther 
Win the battle and you receive the Chrysler Key 5. 
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Treasurebox (monster) _ 
FA:MAS'(RI) seer 
etre” oa “ 




















ae . Really tough. The enemies 
Is don't. play around, especially the ffé 


and Rats, If you haven't been stocking up on 

ine 3~4 and Revives, then now is the time 

You should conserve as much as possible 

facing the Boss, but don’t be shy about heal- 

hen the need arises. Always remember that if 

U can whittle down an enemy group to a couple of 
erium, you can easily let Aya’s PE rebuild and restore her to full health. 


Enemies: Rat (6), Poison-Snake (3), Bear (2), Dogmah (2), Bacterium’ (2) 


70" Floor Boss: Bee 


This is a really tough fight. Hopefully you've stocked 
up on Revive and Medicine, or this could be a 
A) really quick fight. 
(Wi Dodge the queen's 
energy attack and pick 
off the small bees 
before they have a |E 
chance to heal their 
queen. Always try to 
@ queen when picking off the smaller bees, or it will 
an eternity to deplete all 15,000 of the queen’s HP. 
jore specifics, refer to the Full Bestiary.) Defeating the 
Gets you the Chrysler Key 7. 


D z t ems: 
XM177E2 (RI) 
Tool 

- Range +1~4 
Full Cure 





_ Treasurebox (monster) 
4 Treasurebox (monster) 












Gul £ emis segs i items: 








B Armor : : M203-6 (GL) 
M96R (HG) Offense +1~4 
Super Tool é Sv Armor 2 
Tool 






J Items: 








Heitems. Eagle T Card 

Treasurebox (monster) PE +144 

Type3 T Card Club 5 (MW) 
Cr Armor 2 














f ics | | ial or iy 






Time to check your status. Aya’s Weapon should have anuatlack of are 
400+, her armor’s defense should be 200+, plusi’she should be at 
level 36 or 37, Remember this; The stronger your equipment, the be 
your chances. The walk to the top is a refreshing litile breather, but j 
surprise on the 771 floor is your ultimate challenge. 







he Final Controntation 


stery Boss is extremely challenging and presents a real stamina 

Make sure you take lots of Medicine 4s, Medicine 3s, and 

jes so that you can go the distance. You should also have your 
jin armor and a second piece of armor in your 
Fe tory. This is necessary so you can jump-start 
a's PE when it stops refilling. 


gin the battle by using Liberate against the 
s. Keep doing so until the Boss finally has one 
its companions heal it. | suggest using 
because the Boss seems to take longer 

it decides to strengthen its attack and 


healing constantly. 





miner | 
Sead 


Ng Liberate often will quickly deplete Aya's 
$0 you'll need to switch armor often to give 
PPE a kick-start, Also, try to use Medicines to | 
p up Aya’s HP. You'll need all of Aya’s PE for 
erdte. 


fier the Boss gets healed once, you should 
ch your attack. Start shooting the Boss con- 
and ignore the damage done to Aya, Stay in the’ middlesof the 
n for a better chance of surviving some attacks, Otherwise, let Auto 

al and Revive do their jobs. 





fAya's’PE gets high enough, you can attack twice, and then use Liberate. 
Owever, using Liberate is no longer your main concern. Now you just 
ed to inflict a ton.ofdamage in a very short amount of time. 


r é Boss begins to heal for 5000 or 6000 points, you're probably out 
luck. It’s really difficult to cause that much damage in a short amount 
time as quickly as it can heal itself. 
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Ultimate Weapons 


_ Surely, you've questioned the existence of the Junk item 
At least once you've pondered why you would want to fil 
your already overstuffed inventory with mounds of use 
less Junk metal. For those of you keeping the faith, you'l 
be pleased to know there is a reason to collect the Junk 
items. 


If you've been paying attention, you should already know 

that you can give the 

Junk that you've col- ———— 

lected to Wayne at a 

the police station. 

Have you wondered 

what he does with it? Well, if you give 
him 300 pieces of Junk, he'll be 
happy to show you. Wayne can take =A 
300 pieces of Junk and fashion it all sarees a 
info a powerful weapon that you can’t fYene 

, collect anywhere else in the game! ‘ 


Obviously, collecting 300 pieces of Junk takes a lot of time, 
i but it’s well worth the effort. After you've given Wayne 300 

or more pieces of Junk, he offers to make an item. He then 
gives Aya the choice of any weapon type, or he'll make the 
choice if you want. It’s preferable to choose for yoursel, 
because Wayne has a tendency to screw up a job. Each o! 
the weapons you can choose—with the exception of the 
ones Wayne chooses—are easily the best weapons in the 
game. 




















Here’s a list o| e can create: 
DESOAE7 Grenade Launcher HK40 

M10B Rocket Launcher LAW80 
P90 Leave it to Wayne PPSh41 (MG) 
IW Ned SP1C (HG) 






























USP-TU (HG) 
INVA) 
Super Junk 
Duper Junk 
u(¢-Yellale Or: 40) 
starts running the Weapon ———— 
e'll offer to modify your equipment | [Gun trading cara i 
rds. There are two types of Trading Binerita @irxe t cara 
ame. The ones you'll encounter in z 
Cele] MelxelintelpVaMlixele [lure @clke a | 
However, there's a large set of Rare Trading Cards ead: * 2 T Card j 
inside the Chrysler Building during the EX Game. jae T card WAM? 1 cara * 
M@iragie T Cara ~ 
for each Rare Trading Card you give Wayne, he'll Biciu 5 < gman  & 


fo upgrade two pieces of equipment. This oer ye 


, makes these items extremely valuable. 
However, the real kicker occurs if you give him the 
entire set of 14 cards. In exchange, Wayne will 
give you the Super Tool Kit. This valuable item gives you 


an endless supply of Super Tools, which you can use to |) ; 
modify your weapons and armor as you please without + > 
having to pick and choose between powers. The following | ” 

a pars 








isa list of all 14 Rare Trading Cards: 





P38 T Card BAR T Card 
B-Hawk T Card MG42 T Card 
Kasul T Card M29 T Card 


PKS T Card y) M73 T Card 


M1 T Card Type38 T Card 
MK5TCard Type3 T Card 


: 
To find out which cards you've given to Wayne, just ask him about his Rare T Card collection 
and he'll show them to yo! 


Tool Kit: Ask Wayne al the Rore T Cards when you've only given him about 12 of them, he'll 
give Aya the Tool Kit. This is similar to the Super Tool Kit, but it's an unlimited supply of normal Tools. 


} 






























ee lls 


So how many times have you been in the middle of « 


™ >>, long battle only to run out of PE? You can give Aya's Pi 
eee i x: \ a kick-start by switching armor in the middle of a battle 
. Py when 





Because armor affects PE, changing armor causes th: 

~~ game to recalculate Aya’s PE and as a result her FE 

S :* _ | begins recharging normally. Just do yourself a favor and 
remember to switch back to your stronger armor. 


2 








Stage Trick 


This is kind of a silly trick, but give it a try just for fun. At the beginning o! 
the game when you're first approaching Eve (then known as the actress 
Melissa), take the stairs on the 
left side of the stage instead of 
the suggested right side. Stick 
to the left side and follow the 
curtain to the backdrop, and 
then walk directly behind Eve. 
You can actually walk all the 
way up the stairs and goof 
around upstairs as Eve waits 
below. Sure it’s a goofy trick, 
but you've got to do it at least 
once! 


Final al References 


Did you check out the banner outside the Museum on the 
World Map? Or did you see the strange, prehistoric 
birds in the Museum? Both are references to one of Find 
_ Fantasy’s most popular characters—the Chocobo. 
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Bela 
= Bela Brozsek 
~ Charles (Map Illustrations) 


Charles Pinday 
(Event Design, 
Map Data Design) 


Yongki MMO 
Yongki Yoon 3 
(Map Retouch) : 


e e e 
Ultimate Being Virtual 

e e e,e 
invincibility 
The Ultimate Being’s third form has a ground attack that saps half of Aya’s 
energy. If the Ultimate Being takes all but one point of Aya’s energy, it 
won't be able to damage her with the attack because it rounds down to 


determine damage. Of course, it can still finish you off with one of its other 
attacks, so don’t get too comfortable! 











Peter 


Sangwoo Peter 
Hong (Map 
Data Design) 


Cecil 


Cecil Hong-Sik Kim 
(Map Illustrations, 
Map Retouch) 
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ull Bestiary 


L eg: ev nega 


fnemy Number 


A number to help you determine which enemy is which 
Experience earned for defeating enemy 

Enemy's level 

Enemy’s Hit Points (health) 


Bonus Points for defeating enemy/number of Bonus Points sub- 


tracted from BP total each time the enemy hits Aya 

Cyanide Rounds 

Acid Rounds 

Tranquilizer Rounds 

Scan PE power 

Slow PE power 

Confuse PE power 

Steal item from enemy 

Exploding Rounds 

Freezing Rounds 

Whether or not Aya can escape from the listed enemy 

The enemy is completely resistant to accompanying PE power 
or weapon effect 

The enemy is resistant to accompanying PE power or weapon 
effect 

The enemy has no resistance to accompanying PE power or 
weapon effect 

The item(s) that an enemy may drop after a battle 

Item(s) that may sometimes be stolen from the enemy 

The enemy's attacks 

Where the enemy can be found 


BESTIARY |. 





1 ee eS 5 a a LE 


TS a 
” [Rat (1), Rat (2)] [Rat (3), Rat (5), Rat (6)] [Rat (4)] 
> pe 
Rat-Fire 
The Rat's fire attack isn’t difficulh to dodge as long as you're not dealing with more than one or two Rah 
ata time. Otherwise, the crisscrossing lines of firebal can be nearly impossible to navigate. Basically 


all you need to do during most fights is step a little to the left or right. This tends to place you betwee 
two of the three rest rte them eas by harmlessly. 4 H 


The Rat1’s fire is the easiest to dodge, because the enemy doesn’t track your movements. Because lale 
Rats follow your movements, however, you'll need to dodge more carefully. The big problem occurs whe 
two or three Rats track your movements and fire just a little after each other. So, as you're dodging o 
fireball, another is heading right toward you and two fireballs from the first attack now box you i 
There's not much you can do in these situations except react quickly and hope for a bit of good luck. 
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Cyanide Acid Trang. Scan 
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Average] Weak | Strong | _Yes Weak Average! Strong 





Ammo +6 ltems: Medicine 2, Revive he Ammo +6, Medicine 1 





Ammo +6 eo, ~Ammo +15 eo, ~Ammo +6 





Bite, Fire Atocks; Bite, Fire Wocks; Bite, Fire 











Carnegie Hall, Carnegie Hall Sewers |i) Location: Carnegie Hall Sewers Location: NYPD #17 Precinct 





Average| Average : e Strong Strong 
Sieal Escape 
Strong | Average] Average|Average | Ye: Average 























Ammo +30 te Ammo +6, Cure-M 





Ammo +30 eo, Medicine 2 





Bite, Fire Attacks: Bite, Fire 











Warehouse ston: Chrysler Building Floors 2~10 
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eal Heat Steal Escope 


i4 I 


P 4 ‘toms: Ammo +30, Revive tem: Medicine 3, Medicine 4 
Steal: Medicine 4, Ammo +30 Steal, Rocket (ammo) 
Atocks: Bite, Fire Arocks: Bite, Fire 
Location; Chrysler Building Floors 51~70 Location: Chrysler Building Floors 51~60 
vs yw 
RR: 







P Parrot 


| tvL 
115 eh 120 








Lye | 


tems: Ammo +6, Medicine 1 tems: Medicine 2, Medicine 4 
Steo Ammo +6 Steot, Medicine 4 
‘Attacks: Peck Attacks: Peck 


Tocaton, Carnegie Hall Basement 
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hips its tongue directly at Aya and sweeps the ared 


Vf ick, because it hops around constantly until i's read 
Aya and the Frog, and then run straight to the Frog 











| rro 5 
i to pounce on their prey. If you're moving, the atta 
a Frog to attack, and then counter attack. Aya st 
4 Frog 4 4 I 
a: 


nide Trang Cyanide Acid Trang. Scan Cyanide Acid Trang. Scan 
a. 


Averoge 


Conlv. Steal Heat Ste Heat Fr Escope only. Steal Heat 


[averoge] Weck PAverage] Yes] Srong 


tems: Medicine 2, Junk toms; Ammo +15 





Sto Ammo +6 B stack k Steo Medicine 3, Revive 
Atos; Tongue, Jump , , | Acs Tongue, Jump 


locaton, Carnegie Hall Sewers sco : Location: Chrysler Building Floors 41~50 
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Trang. Scan 


> Poisonous Snake 
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Escape 
Pergo] Average] Song [Average] _Yer_| 


Sieol, Cure-P, Medicine 1 


Heat Heat 


Ammo +6, Medicine 1 


ems 


Cure-P 


Steal: 


Attacks; Bite 





ape i ee Escope 


I tems: Ammo +6, Cure-P 


Cure-P, Medicine 2 


Steal: 


Bods: Poison Bite 


locoion: Central Park Location, Chrysler Building Floors 11~30 


Lia 


P Poisonous Snake 


: EXP | 
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FSxong | Srong | Srong | Week | Srorg 





vyanide vyanide 





‘Acid 
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70 eo! Heat Freeze iE 


Ammo +6 


Conte, 


ems toms: 


Cure-P 


Stool 


Attacks; Poison Bite Attacks 


Location; Chinatown, Chinatown Sewers Location: 








Heal Freeze Escape 


Cure-P, Medicine 4 


Medicine 4 
Poison Bite 


Chrysler Building Floors 61~70 






[Weck [Weak | Srong verge] _Yex_| 
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1: Ammo +6, Offense +1 
seat Medicine 1, Offense +1 
Avoca: Claw, Boomerang 


Location; Central Park 


Steal Heat = 


tems: Revive 
Medicine 2 
Claw, Boomerang 


Location: Chrysler Building Floors 1 


Gyan 


A 


FW [Avroge] Averoge] Weak | 





i 


Atoms 


Steal 


Attacks: 


1 Heat 


Ammo +6, Junk, Medicine 1 
Junk, Medicine 2 


Peck 


Location: Central Park, N.Y.PD. #17 Precinct 





hom 


Altocks 


[vroge)Averoge] Wook | Av 


Junk, Medicine 2 
Junk, Medicine 3 


Peck 
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Location, Chrysler Building Floors 2-10 









































Hp im j my OHP BP 
pet 4 A 
75 1000 | 35/7 


Seat Ammo +6, Ammo +15 ‘Sheol, Revive 








Attacks; Claw, Stand, Beam J) Attacks: Claw, Stand, Beam 


‘locaton, Central Park ron, Chrysler Building Floors 61~70 











Stool: 












Escape 


‘Ammo +6, Cure-P Stoo, Medicine 3 


Attock; Vine, Gas Attacks; Vine, Gas 


Loco 





Central Park Location: Chrysler Building Floors 21~40 
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Gyanide Acid Trang Scan Cyanide Acid Tra Sean 
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sew] Vet | 


BEE toms: ~SG55O Junk, Ammo +30, Revive 


Atocks: Claws, FX PB) rocks; Claws, FX 


Location; N.Y.P.D. #17 Precinct Location; Chrysler Building Floors 61~70 | 
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Weak | Weak | Average] We 
| Weak | Weak [Average] Weok | 


Steal Ammo +6, Ammo +15 


Attocks: Bite, Web 
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Spider 


Vyonide Tong. Sc 





Location, N.Y.P.D. #17 Precinct 


exe | il | Hp | BP EXP 
20 | 22 | 152 |24/6) 185 


‘an Slow 






4 Spider 


VL HP BP i. 
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7 A > 
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Scan Slow Cyanide 
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Heat 
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toms; Medicine 1, Cure-M, Ammo +15 
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toms: Ammo +30 
Stel 
Atiocks: Bite, Web 


». Chrysler Building Floors 2 








BESTIARY|| 


[Fut 














[= ST ie Sy a 1 
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Acid Trang. Scar ho anide Trang. n 
‘By Sro%g Srong | Sreng Average) Weok [Avra 
Srong 
suot_Medne 3 





* toms; Ammo +6, Medicine 2, Cure-M toms: Cure-M, Medicine 3 


[Ratman 1] [Ratman 2] 


| the little toy vending machines outside of most 
ke a ball of explosive energy act just like one of 
harging energy on one hand, you know it's g 
i direction the Ratman happens tg 





HP 
120 


Tran. 7 





yo 


| 


Heat Freeze 


tems: Ammo +15, Ammo +30 














Attocks; Bite, Bomb. 


Location: Chrysler Building Floors 5 























i) 
</ 
td ft =~ 








5 I ay: A 2 5 
Bacterium 4 King Bacterium * Bacterium 


EXP | HP BP 
@ 855 880 |37/35 
T Trang. Scan 
Average 
Hea OF ; ; F 
verage] Weak J Weak | Stony [Yes] 


Medicine 1, Ammo +6, Cure-P toms; B Vest, Ammo +15 


| Ammo +6, Medicine 1 Sieot, Defense +1, Defense +2, Tool 
— 
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P Mixedman (U-11)) 





exe | i | He | BP 
4 Zl 45 | 3/1 


Cyanide Acid Tron. Scan Slow 


Gyanic 


Strong 


de Acid 


é Mixedman 


we] Hp | BP 
31 | 400 |30/20 


Trang, 


Trang, 


Ac Scan 


Paveroge| Aros) Weck | Sm 


Heat 


ou put a large 
ou'll just have 
Iman Cry doa 

any time 





IVL 


31 


[Srong | Srong | Srong | Sa 


HP 


100 


Sean Slow Cyanide 


Weak 


Trang, 





Conf. Steal Heat Freeze ‘Escape 


Wek 


Ammo +15 


Attacks: Bounce 


‘oeatn: Hospital 





I 


Conle 


Steal: 


Attacks: 


Location: Chrysler Building Floors 31~40 


uv. Steal 


Medicine 4 


Bomb, Cry 


Heat 


Free Escope [I Conlu. — Sieal Heat ‘Freeze 


None 


Strong 


a 
Location: Chrysler Building Floors 31~40 































Be Cyan Acid 
| 
| far | 
| 
| 
| 
| 


Gre 


TER EE 
vere 

















Bib aS Ica: RY, 





elim Gel 





— 
> w i 
a Oo 2M 
1S 5B 
=— > 
Ee 
ND 


lems: Medicine 2, Cure-D, Ammo +6 
Sto! Medicine 2, Cure-D 


Attacks; Bite, Sonic 


in; Chinatown Sewers, Subway 





Medicine 1, Cure-D 


~, Cure-D, Medicine 3 


Chrysler Building Floors 2~20 " ; 














Brees ie Aon Ns 1 |177 




















resi 


aoe a 


" EXP WL HP BP i 
im 7 | 12) 144 \89712 


yoni Acid 


tems: Medicine 2, Magazine +15 
Steo Medicine 2, Revive 
Attacks; Punch 


Chrysler Building Floors 11 


Trang. Scan Slow 





tems; Medicine 





Cyanide A Trang. Scan 


Steal Heat fi 


‘tems; Medicine 2, Cure-P, Ammo +6 


Stoo, Offense +1 





Conlu, Steal Heal Escop 
toms: Junk, Ammo +15, Medicine 2 
Junk, Medicine 3 


avods, Tongue 


loc Museum 


















E 
3 














 Cyonide Acid Trang S 


4 


Psreng [Arcos] Song [Avrege] Yor I 
Se 
[ocaon, Chrysler Building Floors 2-10 








terodactyl Pterodactyl Pterodactyl 


| 

| HP EXP | HP EXP 
320 1829 320 | 256 

| ee 


tems: Medicine 3, Ammo +30 tems: Cure-D, Junk 


















Steot Junk 


Range +1, Bullet Cap+1 


Atocks: Bite, Flash, Shot 


Bite, Flash, Shot 


Museum toeaton: Chrysler Building 








ae ee | 


[Fut 
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bestiary 




















; 
N \ 
Armadillo , Armadillo Armadillo 
EXP HP q EXP HP EXP HP 
2326 240 |1 1202 240 |12 144 | 410 | 
werage] Average] Weak | Average 
fms: Medicine 3, Medicine 4, Cure All 





















Stool, Defense +1 


Attacks: Roll 


Location; Chrysler Building Floors 41~60 


Location, Museum 




















" Scorpion 


BESTIARY 





Bsus 








Heat 


a toms: toms: Ammo +6, Ammo +30 


Steal Cure-P, Medicine 4 Sieo Medicine 4, Revive 
4 


ae 








Squirrel 


Steal, Cure-C, Revive 


foc: Escape, Beam 


ocaton, Chrysler Building Floors 51 
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[Treasurebox, 





P treasurebox re appears only inside certain chests as you make your wa 
fh the Chrysler Building in the EX Game. They’re extremely stron 
ey always get the first attack, which typically does about 400 
f damage. So you need to make sure Aya’s HP is up as high 
when opening chests in the Chrysler Building. 


s are particularly weak to Tranquilizer rounds. This is 

ince they're also extremely quick. Hit a Treasurebox wil 

ds, then back away (far away) from the monster an 
Aya before 


= 























SS 
Alligator (Tail) Alligator Alligator 


HP EXP HP B® exe [eve] uP 
80 §22 215 #150 fj 1200 | 
Beg | Srere | Srong | Srong | Sreng | Srong [Average] Srong | Weok | Srong If Stone [ Srong [tong [ Sreng [Averooe 
Bong | rong | Weok | Srong | Nove J Srong [Average] Weok [rag 
[em Renge +1, Crvest_ fmm Chyler Kay 2 
seat _None 


Scratch, Tail, Beam, Tailbeam Attacks: Scratch, Tail, Beam, Tailbeam 


Location; Chinatown Sewers 








Weak 













' Giantworm 
exe |i HP 
0 jm 120 


Items: Defense +1, Offense +1, Ammo +15 

















Seo, Ammo +15, Tool 


Attacks; Bite, Sweep, Rock 


Location: Central Park 


Sieg | Weok [Average] Strong | No_| 


Bite, Sweep, Rock 


Ikcaon: Central Park 


BESTIARY|| 


FuLL 








BG. Ss Jeb Ab el 





1 














bestiary 

















Giantworm Giantworm 


EXP HP EXP | HP P 
0 180 80 210 
| 
| Srong | Srong | Sreng | Srong [rong J Seong | Srong | Srong | Srona | Song 
[Srong [ Weak [Average] Srong | No] srong [Average] Avrogel Stong [No 








By tens: None tems; None | 
ih 
f az 
Attacks; Bite, Sweep, Rock Attocks: Bite, Sweep, Rock 


location: Central Park Location: Central Park 





4 
Ss 
‘ 


? Kerberos 


EXP | | 
| 1000) 18} i 


| Srong | Srong [ Srong | Song | Skog 
[rong | Srong [Average] verge] _ No 





Kerberos (Center) Kerberos (Left) 


HHP Of exe | y) ue 

400 0 | 0 | 200 

{Srong | Srong | Srorg | Srong | Srong JN Srong | Srong | Srong | Srong | Srong [NNT Srong | Srong [ Song [Sron 
| Srong [Average] Average Average] No ME Song [verge] Srong 


None tems: None 











Steal, None 


Attack: None 


Location: N.Y.P.D. #17 Precinct Location; N.Y.P.D, #17 Precinct 











































Lote 
le ‘ 
\ 
| 
é A 
ae 
or 
Spiderwoman (1" Stage) Spiderwoman (2” Stage) |” Spiderwoman 
exp [iv] HP Ol i vk HP BP 
2 24 | 1000 |128/30 


toms: Chrysler Key 1 


Steo None 











BRE" Sve IRay: 


RO tel 








Bi GE eS) uly Aes 1 





185 























EXP , HP 
oF 180 lu 
[rong [ Srong | Song | Srong ] Srong [mM Song | Song | Strong] Srong | 


toms: M79-3 Grenade Launcher 


y 





Centipede (Head) Centipede (Middle) de (Middle 


EXP HP HP 
10,000} 500 120 












Steal, Too! 


| Srong | Srong | Srong | Song | Stor ng © Srong | Sreng | Srong [Srong | Srv] 


toms: Ammo +30, Defense +1, Offense +1 tems: Medicine 3, PE +1, Range +1 





toms: Medicine 3, Bullet Cap +1, Cr Vest 






steot Medicine 3 


Steal, Ammo +30 


‘Attocks Bite}, Bite2, Tail, Bomb Ty) Arocks; Bite, Bite2, Tail, Bomb | Avoca: Bite, Bite2, Tail, Bomb 


Location: Subway 





BI tcxaion, Subway 


a = 7 


Location: Subway 





p Centipede (Tail) \ Centipede (Head) Centipede (Middle) 








Steal, Cure-P 


Attocks: Bite], Bite2, Tail, Bomb 


Location, Subway 








EXP HP EXP HP 
800 1200 0 600 
LSreng | Srong | Srong | Song | Sieg] 










‘Atocks; Bite, Bite2, Tail, Bomb, NewHP [ arose Biel, Bie? 


Centipede (Middle) Centipede (Tail) 
HP HP 
600 800 
fh f z leat Escay 
Strong | Weak | No [MMM Strong | Sirong | Strong | Weak | No_| 


tems: None tems: None 








Steal, None 


Steck None 
Attocks: Bitel, Bite2 


Location: Chrysler Building Floor 30 


Attocks: Bite], Bite2 


Location: Chrysler Building Floor 30 
































Crab (Head) Crab (Right Claw) 


HP 


Heal 2 


hems; Ammo +30 


Ses: Offense +1, Defense +1 Swot CR Evade +1, Bullet Cap +1 Tool, Range +1 


‘Atocks: Punch, Punch2, Arm, Bubble, Beam Attacks; Punch], Punch2, Arm, Bubble 





Crab (Head) Crab (Right Claw) Crab (Left Claw) 


EXP HP EXP HP | HP 
10,000 6400 0 1600 es) 4 1600 


tems: None 














Steo None Steal, None 


‘Attacks; Crab Punch Attocks: Crab Punch 


Location: Chrysler Building Location: Chrysler Building 
= 





Bie St iAur: ¥ 


Evite 








BLE: (SP tr AlRe 


1 





187 























of time. Its bolt a 





VL HP 
33 | 750 |é 





[Strong [Average] Average|Average | No | 
Bullet Cap +1, CR Evade +1 
| 


* Triceratops (w/Head) Triceratops (Body) 

a lear ay " F al R BP EXP ) He | 

J : | Real , 

160/10 600 |apo/2if | 0 | 39 |1600 

side Acid = Trang, yonide | Acid 1 car low ride A Trang. : 
Prong | Song | rong | Song | ro%g | Prong | Song | Srong | Seong | Son] 
Average| We | Strong | Strong | Strong | Sirong | No] 


items: Ammo + 6, Defense +2, Offense +2 trem: Chrysler Key 4 












N 


Triceratops (Body) 


















Range +1, PE +1 


Steal 


Attacks; Head, Beam 


location, Chrysler Building 


Location, Museum 


























Cockroach 


[srong | Srong [No 


feos: Chrysler Key 5 


‘Atocks: Roach Punch 


Lesion: Chrysler Building 











P T-Rex 


exe | HP |e 
100,000} 2400 


Acid ang 


toms; M8000 Handgun 


scope 


Attocks; Bite, Fit 


Location; Museum 





” Cockroach Egg 


exp [IVE] HP |) BP 
49 | 1200| 0/0) 





srong 








BES TAsARR: Y: 


FUE 








1 


es) 

















one side or the other. However, this leads to the Bee 1’s true purpo 
quickly heal it for 200+ HP. So you need to eliminate the small be 


e queen’s side and attack when they get close. Since they: hr 
FHP, | attacks fo eliminate them, but don’t worry. Keep your dista 
jet caught in a situation where you're forced to worry about | 

this may prove to be too much for you to dodge. 


ch during the battle, which makes it an easy targe 
u'll get. You should be at least level 33 when fighting 
attack 400+/armor defense 200+). Otherwise, the Be 









atively simple in theory. To dodge the wall, you need to get fare 
nlessly. Now you can’t dodge if Aya is busy shooting, so be conser 
Hime to move, Once the energy wall passes, the two sickles will co 
e them is to stay toward the south side of the screen and stand dire 
ss by harmlessly on both sides. 


lyzes Aya for several seconds, and then hits her for 400+ dam 
ed All you can really do is cast Barrier and hope it ab: 
amount of time the attack holds Aya, the queen 
’s attack has dealt its damage. Again, there isn 


fu, Steal He 


[Srong [ Seong | Srong | Srong |_No J Srong | Srong | Srong | Stong [No] Srong | Song | 


tems; None tems: None 


steal None Steak None Steal None 








Heat E 





Attacks; Bee Tail Attacks: Bee Punch 


Chrysler Building locaton: Chrysler Building Location: Chrysler Building 























BESTIARY 


the energy around 
on the Actress’ hands, y: 


FuLt 


uickly press the X button to 
Actress is outside the dome, 























4 Eve (Bottom Target) 


E | 0 0 
0 37 | 1600 |1000/20 
i eee 


| Sreng | Song | Srong ) 
SSS | 








f 
wt 


| Srong | srong | 
: 









[mm toe Od 
HI suo, Tool, Trading Card Ye 


Attacks: Punch, Grab, Beam, Bomb, Needle 


Location: Statue of Liberty 


P Eve (Top Target) 
exp | IVE | 





Heat 














Strong [Average] Average|Averoge| Now 


tems, None 


PE + 3, Defense + 3 


Attacks: Claw, Beam 


Location: Sewers 










Paverage AverapeAverge] No 


None 


Sok Range +1, PE +1, Tool, Trading 


Atocks; Beam, Needle 
Location; Statue of Liberty 
























Eve is going to try the javelin, 


programmed Aya to 


miss Eve and Aya. 
though you can’t 
never get stuck in 





Punch, Strip, Warp, Status 
f 


‘that can hit Aya twice and poi- 
atall times, and she should get 

t can’t be dodged. Two things can 
ing her mobility; or she'll just get 
e-M or cast Medic to get rid of 


n pasion she'll fly off-screen 


lin. This attack inflicts area 
he’ This serves as a 





ee ee || 





[FuLe 

















= 


bestiary 











in; Cruiser 


0 1 500 


| 











apon with a lot of range and good attack power. Step just clo: 


© double over. This indicates the beginning of its attack. Quid 
ay from the Ultimate Being and you'll easily dodge the attad 
n't get trapped too close to the Ultimate Being. Always shoot th 
ing twice after each of its attacks. 


form one other attack that is unavoidable. The attack ca 
all of her HP except one point. No problem, just use F 
ya will <a as good as new! 


























(2nd Stage— |» 
Head) 


’ Ultimate Being 


yanide Acid én Sean 


Stor 
| fi Escape 


BES Ty WARRSY 





‘only leal «Heat 


Atocks, Bomb, Thunder 


Fey alba 


Ultimate Being (3rd stage) 


iar HP fy 
se) 3500 


*] 


Averag 


Super Tool é 
. Punch, Kick, Grab, Wave, Beam 


location; Cruiser 








1 {195 






























































At first, Aya won't be able to cause much damage to this evolved 
Version of the Ultimate Being. So, to make things easier, you 
should use the Parasite Energy Barrier, and then pick away at the 
Ultimate Being with anything but the AT Rocket Launcher. | know 
What you're thinking: “Only one point of damage!!” However, if 
you're patient, you'll get your opportunity to put a real hurt on 
the Ultimate Being once and for all. 


Eventually, the means to defeat the Ultimate Being will be deliv- 
ered to Aya. She’s automatically equipped with the new ammo 
and Maeda’s Gun. Select your shots carefully and begin pound- 
ing away at the Ultimate Being. This creature will fallin no time, 





l 








Enemy Number 
EXP 

LVL 

HP 

BP 


eye 
Acid iia 
Trang 
Scan 
Slow 
Confu 
Steal 
Heat 
Freeze 
Escape 
Sixelale] 


Average 
Weak 
Items 
Steal 


Attacks 


Location 





A number to help you determine which : enemy is which 


Experience earned for defeating enemy — "a 

Enemy’s level iy 

Enemy’s Hit Points (health) 

Bonus Points for defeating enemy /nombge i Bonus Points A 
subtracted from BP total each time the enemy hits / Aya 
Cyanide Rounds 

Acid Rounds 

Tranquilizer Rounds 

Scan PE power 

Slow PE power 

Confuse PE power 

Steal item from enemy 

Exploding Rounds 

Freezing Rounds 

Whether or not Aya can escape from the listed enemy 

The enemy is completely resistant to accompanying PE power 
or weapon effect 

The enemy is resistant to accompanying PE power or 
weapon effect 

The enemy has no eee fo accompanying PE power 





The enemy’s attacks 
Where the enemy can be found 








unzal BESTIARY 
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P Crow Rat Troodon 


HP “EXP HP 8 EXP 
74 2 85 | 8) | 4 









T sreng [averse] Srorg | Weok | Sr 


Conky Sn - . 
ltems: Junk, Medicine 2 Items: Ammo +6, Cure-M tems; Ammo +6, Medicine 1 
tea Junk, Medicine 3 Steol Medicine 2 Steal, Revise 


Bat Spiderwoman BA 


exp |] HP 


- 3 , 98 




















Strong | Strong [Average] Average]Average| Yes _} 
tem: Medicine 1, Cure-D tems: Chrysler Key 1 


P Mole Snake Alligator ES) 
HP 


7 | t EXP EXP HP 

7 WW i 1 12 
AVDA 5 | 120 50 00 

Srong 

























lems 


Ammo +6, Medicine 1 Chrysler Key 2 


tems: Mec 


P Flyman va Spider Plant 
EX! 


EXP | vl } HP "BF EXP ] HP p P i Hef 
- 15 | 22) 240 23 205 27 280 


Weak k 











Heat 





tems: ~Cure-M, Medicine 3 tems: Ammo +30 tems; Medicine 2, Cure-P 




















Centipede (Head) fj 4] Centipede (Middle) EFM" Centipede (Middle) 2 
EXP HP EXP HP EXP HP 
800 1200 0 600 0 600 


F3rong [| Stora | Srong | Srong ] Srong | rong | Sk 


tems; None tems; None 








Strong 
Chrysler Key 3 





Seo None Steat None Steal None 











[Bestiary—EX 


‘Atocks: Centipede Bite Attacks; Centipede Bite Attacks; Centipede Bite 


Centipede (Toil) Cat Chameleon 
HP EXP HP EXP H 


P 
800 52 375 40 315 








Fsreng | Srong | Srong | Sreng | Srong | 





tnx: None tors Ammo +6, Medicine 3 


sieat Medicine 3 


Steak Ammo +15, Ammo +30 


Mixedman | me Mixedman (Ball) | me Triceratops (w/Head) Erez 
EXP HP HP EXP HP 
64 400 100 2500 1200 

=m 


Attacks; None Attacks; Head Attack 


Triceratops eg) Te | Scorpion 

EXP HP EXP HP 

0 1600 160 580 
vera 
| Strong | Strong | Strong | Strong | _No_| 


ems; Ammo +6, Ammo +30, tems: Medicine 2, Medicine 4 


‘Atos: Scorpion Tail Atos: Parrot Peck 


Stea None 


Attacks: Cat Bite 


Attocks; Centipede Bite 
















None 





hems: hems: 





Steos Medicine 4 





Attacks: None 

















3 





tems: Chrysler Key 4 
steal None 


Attacks: Head Attack 














GA ME| 

















BES T IPAUREY: 





2 199 











bestiary Ry 











a >| filename all com 


LVL | 


feol He Freeze Escop Conlv. Steal 


rong Pveroge Sry Pest [ios] [seg [awen| avons) [sg Pend sg Pr 


Soc 
Atocks: Frog Tongue Attack: Armadillo Roll Attocks: Plerodactyl Bite 

















” Cockroach 4 sami Sh Fag | ae | 4 lle 





4200 


Acid Trang 


fu, Conlu. — Steal——He BE [or 


3 a 





















i" 


Attacks; Roach Punch Attacks; None 








isla tore ! * squire 


VL 
a ne 2/8 oe 470 


Cyanide ee) ¢ ‘Acid 


Prong | ston | Srna | West Sov | 


Conky, Heat E Conf Seal Heat Fr 


Prick Poerge) Weck | Srng [Tor I Srong [roo Seon | remy [Ne Pret Tasos] wk re [te] 
hr Medicine 3, Medicine 4 tems: Junk, Medicine 4, Revive Ammo +30, Revive 
Steal, Cure-C, Revive Steal Medicine 4, Ammo +30 


Sich (Head) Em Ey ” crab a P Crab ie se 


o_o o_o 


Cyani Acid | Trang Scan | Slow 








Peecne se vet oo 


Escape i. Steal Zz 














Rocket 


Attacks; Rat Bite 





Conlu, Steal 


Chrysler Key 6 
Steat None steal None 


4s: Crab Punch 


Attocks; Crab Punch 


Attacks: Crab Punch 





a 


























7 = 


Snake Messe! Ea E™a” ails ae i eiiael 


at 57 


Le Gyanide Acid Trang. Sean Slow Cyanide Acid Tron Scan Slow 


Wu. Sal Heat Freeze Escope Conf. Steal_—Heat— fr Fscope 


og Weak Strom 


Medicine 4 Junk, Medicine 4 




























ol Heat “Freeze 







Swot Revise leo Ammo +30, Medicine 4 


Attocks; Snake Poison Bite 


Lasik lg aoe | i Bes 


‘Beek 


Attacks; Bear Claw Attocks; None 


Cyanide’ Acid Trang, Scan Slow Cyanide Acid = Trang, Sean Slow Cyanide Acid Ea Sean Slow 
Sron wok | Weck Srna] Sg 





Conky, Steal Heal Freeze scape Conli, Steal Heat Free Conf Fscope 


SE Ee Psa [Seng ren | Seng [No] 
tems: Ammo +30, Medicine 4, ae 


” Bee P we | A Ti Maya 


HE: a a 


Gyonide Acid == Trang. Scan Slow nde Acid — Trang. Scan Slow Cyonide Acid Tiong. Scan Slow 
+ 7 i 


PA GS 


Conf ieal Heat ‘ape Cont. Heat Freeze scope Conf, Seal Heat Escape 


Percy [Seng | Sry | Seog [te | Pelee tt 


items: None 
Medicine 4 Steoh None 


1A Attacks; Bee Tail 





tems, None 


None 


Attacks: Bee Punch 


GAME 
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Weapons List 


Bou s i e Weapon Lo teseee. dT 


\n this section you'll find information on every weapon. Here’s an example on how to use the 
provided information: 


RW, 


Rocket Launchers | 














‘This is the weapon’s name as it appears in the game. 


' 
Numbers in this column represent the weapons current level of Attack (power), 
Range, and Bullets (capacity). 


Nombers in this column cannot be removed from this weapon. 

‘Numbers in this column can be transferred to another weapon using a Tool. 
This represents how much damage the weapon can cause in a single attack. 
is determines how large Aya’s targeting dome will be when attacking. 
how much ammunition the weapon can hold. 

how many times the weapon can shoot in a turn. 


r shows how many slots the weapon has when you find it. The 
shows the maximum number of slots the weapon can have 


Any weapon effects the weapon may have are listed here. 


stocatiogs This is where the weapon can be found. Because the game randomizes items, 
you may not always find a weapon in the listed location. However, each 
\ will appear in the listed spot when the game decides to drop it in. 
Sy , when you see “D#,” this indicates the day of the game when you'll find 
the item; plus, “EX” means that you'll find the item in the EX version of the 
game only. For an explanation of the “300 Junk,” refer to the Secrets section of 
this book. 




















| Name 
| cubs 


Item ‘Soho (D3) 


Item & Chin 
Quickdraw 


tom") Bove Put TOLLE Chry 


0 0 IZM 3/3 Paw 
Enemy 


toe BRAT See GR ron ER toe 
100 2/10 10 0/0 0 0 A? Ee 
] 
Handguns 
Nae TE 2 OF ES Seco a 


Sieh) tore Pun} Sion | Baw PnP Sho Pua 
M84F }12,10 2/51 51 0/6 6 0 cya 1/4 Harting weapor 


| Stone Siots Bove A 
| “(DSi 


Sot 


P220-2 ee 
MI911A1 17 


Stott Bove 


MI1911A2 | 48° 48 


Gein” Bose 


| 
M1911A3 | 50 50 


Sen 


MI911A4 | 68. 68 


a 


J St 
MI911A5/86 85 1 


Psism Boe Pus | Stats Base Pls 


P8419 18 «1:1 56 54 2 
aS 


m9 | 171.0154 |63. 1 | J Nove 
—— Bot jose ive Ton Ne Ps 
M92F |29 28 1/51 50 1 8 wm ae 
— Ls es be : — Heenan 
M9-2 (39 38 1155 54 1 | Pe 2/7 MNS 8° 417 Preci 



















an TE oF BER Specits: 


Stots | Base. Pi 
3/5 None Soho (D3) 


a = 

58 57 10 8 x3 
s Bowe 

60 60 0 "1 10 4 x2 fee ocean 


ee ory 
10 10 0 
Stas Boke 7 ‘Stolk Bose 
fe 12 0 2/4 Bette clreame Warehouse (D5) 


49 48 














So Bene Plus ‘Gials  Base 
Maeda’s Gun | 7 60 60 0 cya 1/1 helene] ne ‘Museum (D5) 
‘Sto Bose Plun Stots Bene Plus ‘Stats 
N M8000 | 57 57 0158 58 O |12 icons 2a) 57g = Museum (D5) 
Pr ee ae oe 


Slay Bowe Hn) Som Beam) Pn) Si 
M9-3 | 555 53 92 58 $58) O fe pxime 2/7 (@-uneep vee Viuseum (D5) 
\ Teo) toe AT So ae 7 
DESOAE7 |125123 2|}56 55 1 |17 x2 > None 
is a tow Pie Stom Baie Plus ‘Bro, Bowe Plus R fi 
SPIC |}120118 2) 69 67 2}20 18 2 HRY None Wayne (300 funk) i 
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Sion Bole 
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Bose Pin 
M16A1 35 34°41 


MI16A2 





Sioii Bose Pls | Sto Bowe 


| 55 2 \124 124 


Specials: 


None IYPD #17 Precinct 
(D2) 
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1 1 Chrysler Buildin 
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Ex —s "Cental Park (09 
2/5 Ss Warehouse (D5) 
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4/5 Won Chinatown Sewers: 


Museum (D5) 


yee 5/7 codeine 


: Chrysler Building 
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Tranquilizer Hospital (D4) 
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Shotguns 





Stats 


Soh bow 
5?) 57-2163 6 


Maverick 82 


Sto Bowe 


98 97 hrys er Bul 


Location 


Warehouse ([ 


LAw80 220 7 200 ) 20 210 210 0 











Armor List 


Cusing the armor list] 


Location 









Carnegie Hall Sewer: 
ss/D1) 





Section you'll find information on every piece of armor. Here's an example on how to 


! \ass information: 


"This is the armor’s name as it appears in the game. 





Numbers in this column represent the armor’s current level of Defense, PEnergy, and 


Critical, 

Numbers in this column cannot be removed from this piece of armor. 

Numbers in this column can be transferred to another piece of armor using a Tool. 
sents how well the piece of armor protects Aya from being damaged. 

much PEnergy the armor adds to Aya’s basic PEnergy. 

how well the armor protects against critical attacks. 

mor effects the armor may have are listed here. 


The first number shows how many slots the armor has when you find it. The 
: second number shows the maximum number of slots the armor can have through 


modification, 


cco tor, \inis is where you can find the armor, Because the game randomizes items, you may 
not always find it in the listed location. However, it will appear there when the game 
decides to drop it in, Also, when you see “D#,” this indicates the day of the game 
when you'll find the item; , “EX” means that you'll find the item in the EX version of 


the game only, 

















N Type Armor (Normal) 


Name 


N Vest 


N Protector 


N Jacket 


N Suit 


Sto 


10 
‘om 
12 
stat 
35 


S00 
44 


Bowe 


9 


Bove 


iat 


34 


43 


Defense 


Pos 
1 


Py 


1 


Ph 


1 


Phas 





1 


Stols 


8 


Sits 


9 


Sots 


29 


Stole 


36 


PEnergy 


Bowe Pls 


8 O 


fom Pls 


a 0 


Row Plu 


128) 1 


Boe hu 


om 


Shoiy 


13 
Sa 
18 


‘tom 


19 


Stat 


23 


Critical 


Bove 


13 


ove 
16 
Bow 


19 


Bore 


22 


Kv Type Armor (Kevlar) 


Ky Vest 1 


Ky Protector 


Kv Jacket 


Kv Suit 1 


Ky Armor 1 


Cm Type Armor (Che 


Sts 
20 
Ste 
4) 
Sion 
46 


Stats 


Bove 
19 
Bose 


40 


Bove 


46 


Bare 


Pls 


1 


12 


Stots 





Bore Ph 


i 


Bow Pls 


i 33 fee | 


ce} 


Plus 


45 





Stam 


Bowe Pl 


45 0 
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Stots 
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20 


stom 
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Stn 
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Bove 
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Bowe 
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70 69 
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1168 677 | 


28° 27 
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Specials 


Phis 
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2} 3/4 


0| 3/5 


None 


Phar 
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Phos 
0 | 2/2 


Ph 
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1 


Ho 
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Cm Vest 1 


Cm Vest 2 


Cm Protector 


Cm Jacket 


Cm Suit 1 


—— CUE 





Toe 
1 


Cs Ca ee 


‘Shon 
16 
State 
31 

Stats 
37 
Sts 
42 


Sion 
52 


Sos 
Cm Armor 1 [32 


5 


Bove 


30 


36 


Bose 


42 


Bore 


52 
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Pls 
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Stats 


Plat 
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(0) 


Pls 
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52 


Pos 


0 


56 


| 


55 


3/4 Auto Cure 


Auto Heal & 


4/4 Bester 





Cm Armor 2 


Stats 


89 


Bose 


Plus 


Stats 


97 





Bove 


yoy | 


| soi 


| 41 


Bore 


4) 


min | 
0 | 5/6 Maat eta 


| 





Location 


Starting armor 


Carnegie Hall (D1) 


NYPD #17 Precinct 
(D3) 


Museum (D5) 


Lai 


Hall Sewers 
83/D1) 


Chrysler Building (EX) 


Chrysler Building (EX) ) 


Chrysler Building (EX) ju 
a4 


Chrysler Building (EX) 


NYPD #17 Precingl 
(D2) 

NYPD #17 Precinct 
(D3) 


Warehouse (D5) 


Chrysler Buildin, 
a ae 


Chrysler Buildin 
bs (EX) y 


Chrysler Bung 


Chrysler Buildin, 
we 


Sp Type Armor (Spectra) 
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B Type Armor (Bio) 


Name 


B Vest 1 
B Protector 
B Jacket 1 


B Jacket 2 


BS 


B Armor 


Cr Protector 


Cr Jacket 


Cr Vest 1 


Cr Vest 2 


Defense 


Soh Boxe 
30 29 


Sith! | 0 
44 43 
Bove 


Stats 
55 55 


Shai Boxe 


48 48 


Sion 


85 


Bowe 


Sa 
46 45 


PEnergy 
Phin | Sm 


1 135 


Bae Ps PS 


35. 0 |20 


State 


Phos Base 
1/49 48 1 |28 


Pid | Si» 
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Pls | Shale 
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61 32 


Sion | Baie! 


1143 42° 1 431 
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Bove 
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27 
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27 


Bove 


45 


31 
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0 


Phu 
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Phs 


2 


Pls 


Phy 
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Pow 


o} 


So) Bose SPW | Sto Ba Pls PSMMM Bove P 
Cr Suit 1 65 65 Bie ome | fame 37 §2 


Cr Armor 1 


Stk Boxe 
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Pl | Son | Bowe Pus (St 


1 }90 89 1 [43 


Sic to pM | Son [Bowen hn (esi 
Cr Armor 2 |107 106 1 4104 102 2 {51 


Bove 


42 


48 


hy 
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Slots 


2/4 


3/4 


2/5 


6/ 


Specials 


Anti-Poison 


Anti-Poison 


Anti-Darkness 


Anti-t 


ison, 
Anti-Sti 
Attack 


88, & 
Dow! 


Location 


Hospital (D4) 


ay (D5) 


Museum (D5) 


Chrysler Building 


Chrysler. Buildin 
EX) 


Chrysler Building 
(EX) 


Building 


Building 
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Item List 


Super Junk Special Broken Item; useless. 


Rocket Crate | Holds rockets for Rocket Launcher. 


Crate Holds cellular ammunition for Maeda's gun. 


ed Permit | Permit from Baker, Can be used to add a slot to a weapon or a piece of armor. 


ket (Ammo) - 9 Rockets for Rocket Launcher. 


ading Card Normal Trading Card (serves as Mod Permit), 


GSP T Card _ Rare Trading Card __|_ Chrysler Building 
P38 T Card “Rare Trading Card | _ Chrysler Building 
—_— | Chrysler Building 
Kasul T Card : sre Tr Chrysler Building 
PPKS T Card Rare Trading Card _ Chrysler Building 











: MIT Card __ Rare Trading Card 
: MK5 T Card _ Rare Trading | Card 


BB Rare Trading Card L 
BAR T Card B Rare Trading ¢ Card Chrysler Buildi Building 
We7 VR Kerr) ~~ Rare Trading Card Chrysler Building 


M29 T Card _ Rare Tradi Card 5 i Chrysler Building £ 
M73 T Card __ Rare Trading Card | Chrysler Buildin | 


Type38 T Card _Rare Tr Card _| Chrysler Building =| 





Type3 T Car Rare Trading Card | Chrysler Building = 





Eagle T Card Rare Trading Card Chrysler Building 
Ammo +6 6 rounds of ammunition for most guns. 
Ammo +15 15 rounds of ammunition for most guns. 
Ammo +30 30 rounds of ammunition for most guns. 


DNA Bullets Special ammunition for Maeda’s Gun. 


: ol 
Naa Junk Special Broken Item; useless. 
Holds ammunition for guns. 
— 














Medicine 1 
Medicine 2 
Medicine 3 
Medicine 4 


Full Cure 


Full Recover 
Revive 
Cure-P 


Cure-M 





Cure-D 





Offense +1 


Offense +2 


Offense +3 


Offense +4 


| Range +1 





Range +2 


fo - - 
| Range +3 


Range +4 










































Bullet Cap +1 Increases Bullet Capacity by 1. 


Bullet Cap +2 Increases Bullet Capacity by 2. 
Bullet Cap +3 Increases Bullet Capacity by 3. 


Bullet Cap +4 Increases Bullet Capacity by 4. 


Armor a 





Increases PE Defense fee ele frees Pe Dene oo | 1. 


Increases PE Defense by 2. 
Increases PE Defense by 3. 
5 Increases PE Defense by 4. 
De Increases Defense Power by 1, 
: Defense +2 Increases Defense Power by 2. 
"Defense +3 Increases Defense Power by 3. 
Defense +4 Increases Defense Power by 4. 
CR Evade +1 Increases Critical Evasion % by 1. 
Increases Critical Evasion % by 2 
e+3- Increases Critical Evasion % by 3. 
: 44 Increases Critical Evasion % by 4. 
Special Items 
Item Name Usage Location 
Theater Key Used to unlock door backstage at Carnegie Hall Carnegie Hall (corpse) 
Used to unlock the rehearsal room backstage egie Hall 
Rehearse Key ess at Carnegie H Hall ? (roleeg' Diary) 
Zoo Key Used to unlock the Central Park Zoo’s gate Central Park Zoo (Desk) | 
od 


































Hamaya Good luck charm from Japan (useless) NYPD #17 (Maeda) 














Item Name Usage Location 


Storage Key Used to unlock the Weapon Storage room ee #17 Pi rein f 


iterrogation. 


Locker Key Used to unlock locker in Precinct NYPD #1 et 






Autopsy Key d to unlock the Hospital's autopsy room 


Elevator Key Used to unlock elevator to Hospital's roof Hospital (Sperm Bank) 
=_—< 


Used to unlock gate in Subway Subway (dead cop) 


Warehouse Key Used to unlock door in Warehouse Warehouse 


| Moyoke | Helpful Good Luck Charm (useless) Hospital (Maeda) 


Fuse 1 Used to repair the Hospital’s fuse box Hospital (Basement) 







| 


Used to repair the Hospital's fuse box Hospital (Basement) j 


Used to repair the Hospital's fuse box Hospital (Basement) 







| 


Blue Cardkey Used to unlock the blue door in the Hospital’s basement : Hospital (corpse) } 


Green Cardkey Used to unlock the green door in the Hospital's lobby Hospital (Nurse) 


—_ 


a 
Good Luck Charm (useless) & Chinatown (Maeda) 
———_____t—-.—~- 
Klamp Key Used to unlock door in Museum | Museum (Klamp) 
Chrysler Key 1 Used to unlock elavator, i floors 1- ) ce mcs 
Chrysler Key 2 Used to unlock elevator for floor Chrysler Building 


(2@th Algor as 


Used to unlock elevator for floors 1-30 Chrysler Building 
Oth floor) 


Chrys 
(40th floor) 


Chrysler Key 4 Building 


" 


Used to unlock elevator for floors 1-40 


Chrysler Building 
(50th floor) 


Chrysler Building 
(60th floor) 


Chrysler Key 5 Used to unlock elevator for floors 1-50 


Chrysler Key 6 Used to unlock elevator for floors 1-60 


Ghirysler Building 
f Chrysler Key 7 Used to unlock elevator for floors 1-70 Olh Heer! _] 
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WARNING! This is a guide to all of the cinemas in Parasite Eve. If you don’t want a 
—_ preview of each of the cool cinema scenes, then don’t look at this chapter. I's that simple. 
—, 


inema Reference 


a 
f Scene 1; Introduction 


This is the scene you see at the start of the game. It takes you through New York and past several 
recognizable 
landmarks. 






















Rte ron ll fos 


, Scene 2: Awakening 

Eve makes her first appearance 
in this scene. Talk abouta | 
grand entrance!. 











Scene 3: Rat Transformation 
The mutated rat is the first indication of Eve's strange power to 
warp and control living creatures. 











Scene 4; Eve Evolution 
Eve takes on her second form, as Aya stares 


pe in disbelief. 
? 


ade. 





=. 
= Ay 


Scene 5: Eve and the Alligator 


Eve manages to evade Aya and leaves behind a nasty surprise. 





Scene 6: Hot Pursuit 
A quick demonstration of the amazing driving talent of eae 
Dollis. 






Scene 7: Central Park 2 
Eve uses her powers to wipe out a second audience, b 
time using a different method than before. ™ 






Scene 8: Carriage Ride 1 


, Eve takes Aya for a carriage ride she won't soon forget. 






Scene 9: Carriage Ride 2 ‘ 
i The horse loses its battle for life and finally succumb 
, the flames. 



































Scene 10; Evacuation (= 
The police attempt to peacefully evacuate all of New York. [js 





Scene 11; Maeda's Cells 
. Maeda runs a test using some of Eve's cells and a drop of his 
- | own blood. 







Scene 12: Aya’s Cells 
Maeda runs a second test using some of Eve's e: Cire Rene lrey et 
of Aya’s bi blood. | 





Scene 13: Sheeva Transformation 
Sheeva is transformed by Eve's power and becomes the evil 
Kerberos. 






















Scene 14: Navy Fighters 


inches several fighters to intercept Eve. 








Scene 15: Pilot Slimed 


Eve uses her powers to take out one of the jets. 


Scene 16: Plane Wreck 1 
' pital before Aya can get off the roof. 


Scene 17: Plane Wreck 2 ; 
The plane hits the hospital as Aya leaps to safety. 






Scene 19: Pump Activated 


| Aya pumps the slime out of the city’s sewer syst 


cene 20: T-Rex Transformation 
Eve brings the bones of a T-Rex to life. 
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Scene 21; Earthquake 


Day romani causes a large earthquake that destroys some of the 


fossils in the museum. 





Scene 22: Conception 


Aya finds a pregnant Eve hidden away 
in the museum. 


Scene 23: Slime Monster 


becomes a huge monster. 





Scene 24: ashe Approach 


With the sighting of the giant slime monster, the Navy moves in 
closer to Manhattan. 


) a 25: Navy Inspects Blob 
. | Several Navy choppers fly in close to the now shielded 
wd slime creature. 
y ati 


Scene 26: Navy Attacks 
The Navy attacks the slime 
creature with several jets, but 
with disastrous results, 








ee 27: Preparing ‘0 Flight 








Scene 28; Takeoff 
Aya takes off and the flight 
group flies through the city. 





Scene 29: Formation Change 
The flight group alters their formation to prot 


Scene 30: The Approach 
The flight group begins approaching the slime creature. 


Scene 31: Another One Down 


The slime creature eliminates a third helicopter. 











Eve's slime finally pulls itself together and 









Aya prepares to join the next offensive in a Navy chopper. 








) Scene 32: One Left 
The slime creature eliminates the last of the helicopters acting as 
Ayo’s shield. 


Scene 33: Crack abe 
Aya nukes the slime creature Inte a mill lion, 


Scene 34: Eve nanepolll 


Eve emerges from the slime creature's remains. 


Scene 35: Parachute 
Aya leaps from her helicopter to meet Eve 


face-to-face. 


‘Scene 36: End of Eve 
d Eve attempts to flee from Aya. 


; Scene 37: Investigation : 
rs inspect the remains ere ae ape ™ 


Scene 38: Desperate Measures» omg. 
Daniel dives from a helicopter to deliver the 
special ammunition to Aya. j 





4 Scene 41: Ending 
aeda, and Ben try to compensate for a 
ruined Christmas. 
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Cspecial 


Ending Song Lyrics 


Just in case you were curious, we thought we'd add the lyrics 


for the last song in the game. 


Somnia Memorias 


Siento que estuve en un viaje 
y que vengo de lejos 

tanto espere este momento 

y no se si fue obra de Dios 
0 fue mi voluntad. 


Y juro que pude escuchar como en suefios 
aquella voz que me dijo:Despierta! 

Y senti la fragancia 

de un suefio perdido 


A la deriva entre olas que vienen y van 
como suefios mi 

puedo traer de regreso a mi 

las memorias 

que llevo guardadas muy dentro 


Ultra somnia, ultra memorias 
Arbor sacra, mala dulcem, maturum ferens. 
Ultra somnia, ultra memorias 


Arbor sacra, mala dulcem, maturum ferens. 
Maturum ferens 


Si no hay mas nada que hacer, 

Soro ver la tristeza 

Si no hay mas nada que hacer 

sino solo esperar lo que venga y nos llegue 
@ pasar 


Tan solo esperar que termine la fiesta 
perar qi 

y nuestra historia se vaya borrando 

y nos deje sin nada poder esperar. 


A la deriva entre olas que 

vienen y van 

como suefios mil 

puedo traer de regreso a mi 

las memorias 

que tengo guardadas muy dentro, 


bonus] 


Alicubi apud memorias longinquas 
Aliquid intra me espergiselt. 


Amorem indulgentiam, 
maerorem dolorem conguoscebit 
Omnia terminabit. 


Eras semper prope me 

Luro ut esses prope me. 
Puedo jurar que estuviste si, 
cerca de mi 


Hay que entender 
y comprender 





Cuando el pecado nos cubra con su cancion, 
La tierra suftira, sufrird, sufrira, de verdad. 





Hay que entender, entender. 





No olvides, no 
Nunca jamas, 





Que cielo y tierra, el mar y el sol la vida 
nos dan. 









Cuando el color de la maldad 
llene esta tierra verds el Dies Irae 
y todo se acabara, 
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Cquare Electronic Arts Game Tips 


Game Tips are available for all Square Soft PlayStation titles; 1-900-407-HLUE (1-900-407-5503) $.95/min. Automated fips. 
$1.25/min. Live Assistance, Callers under 18 years of age must obtain permission from a parent of guardian before calling. Game tips 
are available for callers within the U.S. only, Touch-tone phone required. Live assistance is available for Square Soft titles published 

on the PlayStation game console only. Game counselors are available Monday-Friday, Bam-Spm, Pacific Standard Time. 
Automated support is available 24 hours a day, 7 days a week. 


Check out the upcoming titles from Square! 





Got the game? Get the book! 


Check out the Official Strategy Guides for Nenogears and Brave Fencer Musashi 
from 


||IIBradyGAMES 


STRATEGY GUIDES 
Visit your local retailer or purchase the book via the Web at www. bradygames.com. 


|/11BradyGAMES 


STRATEGY GUIDES SQUARESOFT’ 


www. bradygames.com www.squaresoft.com 











PlayStation 





BUSHIDO BLADE 


BRAVE FENCER) 


USASHI. 


Only on PlayStation® - Only from 
SQUARESOFT’ 


www.squaresoft.com 
Published by Square Electronic Arts L.L.C. 
‘Square Electronic Arts L.L.C.~ 949 South Coast Drive #200, Costa Mesa, CA 92626 
© 1997, 1998 Square Co., Ltd. All rights reserved. Square Soft is a registered trademark of Square Co., Ltd. Parasite Eve, Xenogears, Brave Fencer and 
‘Musashi are trademarks of Square Co., Ltd. Based on the novel: Hideaki Sena “parasite EVE” (Kadokawa Horror Bunko). Character designed by Tetsuya 
Nomura, © 1997, 1998 Square Co., Ltd /Lightweight Co., Ltd. Bushido Blade 2 is a trademark of Square Co., Ltd. U.S. Patent No, 5390937, 5649862 


Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are 

registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 

Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C. 
|® DESIGNATION. U.S. AND FOREIGN PATENTS PENDING, 







[official] 























Official Source For: 


Complete Walkthroughs 
Detailed coverage of the game 
— including the EX Game — 
from start to finish. 





¢ Game Secrets! 
Access the EX Game, get Ultimate 
Weapons, PE Tricks, plus much more! 
¢ Multiple Bestiaries 
Complete monster stats, fighting strategy, 
and complete coverage of all the EX 
Game monsters. 
, Emumayies 
* Double Maps! | wwwemumovies.com 


Screenshot and illustrated maps 
provide two options for getting through 
the game. 
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STRATEGY GUIDES 
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